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MARIO RPG -_< 


TAKE AN EXCLUSIVE, SNEAK PEEK AT MARIOS 
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AMAZING, REW, 3-D ADVENTURE IN THIS. 
MONTW’S EPIC CENTER, IN THIS LATEST 
QUEST, MARIO TEAMS UP WITN SOME 
UNLIKELY COHORTS TO UNDO DAMACE = 
CAUSED BY THE GREAT SMITRY AND 

RESTORE THE POWER OF WISHES TO 

TNE MUSHROOM KINGDOM, GET A 

GLIMPSE BECIHNING ON PAGE 56, 


@ wrewvo power 


Arciving just ia time for tha NCAA champi- 
‘aaships, Acclaim siam dunks anothar Pal 
blochbuster iato your Supar NES. Collage 
Slam faatures 40 top-raakad collaga aad 8 
hickia’ fratarnity teams ia two-va-two, 
NBA Jam-styla gama play. You caa have 
your own Fiaal Four right in your living rooml 


Tatrads go 3-D ta a aew Virtual Boy puzzlar 
destined to take the classic challange toa 
new ee haw tha piacas fall heginning 
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Since Player’s Pulse expanded to three pages 
in Volume 80, we’ve received lots more mail. 
Here are just a few of the many fine messages 
we’ve received by both snail mail and E-mail. 


Out of This World! 

My inttral thought when t 
read Volume 79 was HOT 
DANG!! OF course the first 
thing | checked out was the 
first look at the NU 64 con- 
troller Sweet glory of heav- 
en! The controller 1s so stan- 
dard-breaking, so tremen- 
dously beautiful, tt just 
brings tears to my eyes 


e Excuse me while | get a tis- 
S sue OK, I'm back Besides 
§ the controller, the unit itself 


is pure immaculacy. The 
designers had the serious 
gamer in mind when they 


thought of this Four con- 
troller ports! No mare 
adapters! Oh, but we all 
know that Nintendo's 
employees never thought 
this up Only, and | mean 
only superior beings from 
parailel dimensions could 
have the ultimate inte!lt- 
gence to create a marvel 
like this All hail!! The gift 
from the gaming dimension 
has arrived! Don't get me 
wrong, I'm sure your 


rere Pia ; 


Letter frt Top toiiattom. 
Ayan Croot}—irampton Of 
Ean tambert—tar a 


daclya tihsmayer— Baleute, 2 designers are the best in the 
Fiore Chiba—tnemnatt 68 r 
Aussi a world, but please be honest. 


A system like this with its 
stellar appearance and 
dynamic insides ts a sure 
sign that there really 1s tntel- 
ligent Itfe out there. 
Ryan Crook 
Brampton, Ontario 


Thanks for the compliment, 
Ryan Some of us mere mor- 
tals think that the NCL 
design team and creative 
game geniuses like Shigeru 
f Miyamoto who gave us the 
Mario games and helped 

E design the Nintendo 64 
controfler are other-worldly 
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Gear and Gizmos 
| think there ts a largely 
untapped audience in the 
field of enhancement 
devices for your systems 
Just think of it, Nintendo. 
light pens, Nintendo steer- 
ing wheels and pedals and 
Nintendo trackbalis 
Hunter Davis 
Williams, Indiana 


Our Research and 
Development whizzes 
brainstorm just like you, 
Hunter Did you know they 
once invented a device that 
could turn the NES into a 
knitting machine? Needless 
to say, many of these wilder 
ideas never make it off the 
drawing board?! 


See Mario. See Mario Run! 
This may sound a bit weird, 
but when | was young | 
taught myself to read with 
Nintendo Power I would 
shy away from other haoks 
and refuse to read them 
Even when my mom read to 
me, instead of hearing 
about a nursery rhyme it 
wauld be the Mega Man 
reviews Lam currently the 
top reader and writer m my 
school, but | couldn't have 
done it without you 
Nick Tashiro 
San jose, California 


Glectrifying Mal 
| really like your new letters 
section I'm not sure how 
many people write to you 
on €-mail, but please con- 
sider those Jetters just as 
much as you do the ones 
you get via snail mail 
Dan Hagedus 
via the Internet 


#-iting Mall 


| think your new changes ee HE 2 NINTENDO: 

ate great, especially those in 7 . “ : = OWER 

Player's Pulse, but | think 3 J — ae, 

you should start a section . M. Arakawa 

for cool Internet and X-Band Eater chet 

letters like this one Keep up Sol Tide 

the good work Me Gulu eee 

; % , ‘Sen Eator’ 

Mystic Mauler d “ye: 7 Lesile Swan 


via X-Band Video it os ‘Senior Weter/Edi¢or 
Game Network < Scatt Petland 


‘Start Weitere! 
Kent Miller _ 


Player's Poll Winner says ee 
My, oh May = 


Volume 67 Grand Prize Winner James Zempe! of Spit Lake, 
lowa, collected Activision's Pitfall: The Mayan Adventure for 
his Super NéS, then jetted off to tropical Mexico for a bit of 
Mayan adventure of his own James soaked up the rays at 
Cancun, dove into the warm Caribbean surf and dashed off 
to Chichén Itza for some serious exploration of the ancient 
temples and pyramids Jungle fever, anyone? 


She's Got intendo Fever 
A little ways back my moth- 
er was hypnotized by 
EarthBound and now she's 
reading Nintendo Power 
When I come home from 
school it's not unusual for 
me to see her playing my 
Super NES! Anyway | 
thought I'd better consult a 
Nintendo expert. Is there 
some disease that makes 
people suddenly want to 
play Nintendo? 

Halston Redwine 

Euless, Texas 


fake It a Magl 

I'm writing about Epic 
Center There's nothing 
wrong with it except this it 
needs to have its own mag- 
azine! Then you'd be able 
to make the reviews, pre- 
views, strategies and every- 
thing else longer | would 
subscribe! 


Derek Cantrell Billy Nalarnd 
Mesa, Arizona Bavid Whartary 


Van Witams 


In Epic Eestasy 


| just ordered a subscription especially pleased with Hey, Lamont and Derek! if 


to Nintendo Power and what you have done with you have access to a com 
received a free Chrono Epic Center It is the biggest puter and modem, check 
Trigger Player's Guide | am reason | switched my sub- out Nintendo Power Source 
amazed at how inexpensive scriptions from other game on America Online Chick 5 199¢ by Nicens 
Bier Natio ok ap 
it all was! In a time when magazines to Nintendo on Games, then go to Epic elnay be pri 
ai 
everything seems to be Power Lonly wish you Center. It's a great place ta ieee 
escalating in price, you would expand tt. catch up on the latest news, MI NBOls REGISTERED TRADE: 
(OF NINTENDO OF AMERICA 
have kept your magazine Lamont Johnson swap tips or just hang out 
and guides affordable. | am Auburn, Wyoming 
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Readers voting in the Player's Poll send Super Mario RPG soaring up 
the Most Wanted list this month. Eager to find out about the plucky 
plumber's all-new adventures? Check out the big review in this month's 
issue Then send us your personal Most Wanted list while casting your 
_ vote in the 1995 Power Awards Contest which starts on page 92 


GAME COMPANY “ia f } 
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ie top five simulations, as voted! 
lers Sims continue to attract a 


h groups of devotees playing a 
par weeks Check out this mon 


COMPANY. ain Hie 


@ winwat roy top 


@ wario tanp Nintendo. 1 75 
2 GALACTIC PINBALL Nintendo’ 2. 5 | 
3 MARIO CLASH Nintendo - 2 3 | 
4 MARIO'S TENNIS Nintendo 3. 5 | 
$ RED ALARM “Nintendo 5 5 


LETTERS, conmmus. 


Pak Watch. Pak Watch, 
Rah, Rah, Rah 
Now I'm not telling you 
how to run a magazine, but 
this Epic Center, it's too 
long, too boring! A lot of 
my friends just bypass the 
section | know you have to 
touch base with every 
gamer, but please make it 
shorter! If anything, you 
should make the Pak Watch 
section bigger It's one thing 
| wait for every month 
Nintendo, you have a great 
magazine But you do have 
a few gliches that need to 
be fine-tuned to rise above 
ihe mass of Game Pros and 
EGMs (even though those 
mags cost big bucks)! 
Fred Alexis Terrell 
New York, New York 


Nonstop Rhino 
L absolutely love the cards 
you put in several times a 
year! Especially the Donkey 
Kong Country 2 cards in 
Volume 79. My brother and 
| laughed when we read 
that Rambi's favorite movie 
1s Speed 
Scott Faris 
Bridgeport, West Virginia 


Scoit, good thing it isn't 
Jumany!. 


WRITE AWAY RIGHT AWAY! 


Have you had a chance to play Killer Instinct 2 in the arcade? 


Altller Site on the 
World Wide Web 
Hi. first | want to say 
that your Killer Instinct 2 
site on the World Wide 
Web is really reatly 
great But there are still 
a few things that bug 
me. It's missing pic- 
tures of Sabrewulf, 
Spinal and Orchid 
And why do you not 
show the graphics in 
16-million-color JPEG 
format instead of 256- 
color GIF? 
Lobo 
via the Internet 


The developers at Rare 
Ltd were still working 
on the new-look 
Sabrewulf, Spinal and 
Orchid when we went 
on-line with the KI 2 site 
Pictures of these missing 
fighters are on the Web site 
now. Go to http. www.nin- 
tendo com and chick on 
"What's New" As for the 
graphics formats. GIF ts 
standard for Web sites. 
Virtually any PC with a 
VGA board or Mac can 
download a GIF graphic. 
Some users, though, might 
have trouble downloading 
JPEG graphics. And we 
want to give as many play- 
ers as posstble the oppartu- 
nity to see what's hot! 


What do you think 
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REOMO! 


WA 98073-9733 


E-mail: NOAPulse@Nintendo.com 


§URA-DOO 


I'm not one for writing let- 
ters so I'll yust say [ think 
Nintendo Power racks! | 
always take it with me on 
vacation This year 1 went to 
the Bahamas [ thought tt 
would be cool if 1 took a 
picture of Nintendo Power 
underwater 
james Myers 
Merritt Island, Florida 


PHONE OIRECTORY 


NINTENDO 
POWER. 
SUBSCRIPTIONS 
& CONSUMER 
SERVE 


1-800-255-3700 
(1-800-422-4281 TOD) 
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Lots of pre-recorded help: 

Any Seper Moro game for the’ Super NES 
or NES, inc 19 Yoshi's Istand Also eny 
Zolde geome, Killer lestinct, Mortal Kamiiat 
Hi, Mories Komhet 3, EorthBound, jon oF 
Gam, Super Metroid, Sccrot of Evermore, 
Breoth of Fire, Brooth of Fira ll, Ghrong, 
Trigger, Finel Fantosy Ill, Oonkey Kong 
Coustry, Donkey Kong Country 2, Donkey 
Kong Lond, ond Super Pench-Outl! 
Alsp: 

News ohost hot new gemes, 
the Nintendo - & other Sool stuff. 

ca 


Nintenda Power Source 
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= 1% 
multh-player houps z 
this side of the NCAA__la 
championships! 
odds 
gf 


You'll be the one “on fire” when you see 
the awesome array of options that 
will let yousmake your game as 
mild or as wild as you wish You 
can set the shot and game clocks, 
activate Tag and Juice Modes, 
adjust the intelligence level of the e 
computer-con-+ 
rE OPTIS “ trolled playéss - 
and more! /Thete’s ” 
even @ special Pawe!-Up mode 
View Weleteimcckrats that sprinkles super-power icons 
at fandom’ around| the court 
Before you can say, “Final 
Four¥eyou'll be flying through 
‘the ait with the greatest of ease 
~yand making the biggest monster 
college history!) 


Configure Controflers 


‘by your Tonesomet 


** yy 
1996 ACCLAIM ENTERTAINMENT The Olfclally Licanseif Frodiict logo Is's 
nark of the Collegate Licensing Company Schoel names logos and mascots 


No matter how you hke your hoops, chances are you'll 
find a play mode that will satisfy your craving for full 
court presses and board-breaking yams Want io rock 
somebody's wortd just once? Head-to-Head mode sets 
you up for a single-game showdown. If you're not afraid 
ofa little competition, Semi-Finals mode allows 


up to four players to take their teams , . 
ZN OP TX 


downtown for an end-of-seasan play~ 
Héeatitonese 


off, while Toumament mode lets up 
1 sixteen players grab & piece of 
thevaction. If solo stylin” is more 
your speed, the Season mode~ 
allows you to guide your chosen 

hoopsters through a twenty-iéem 

qualifying ‘Jjadder-and 2° sixteenn» 
team championship Het Spots and 
fower-ups are disabled in this mode, — 
so you'd better be ready to win. or lose all 


Semi Finals 
Tournament Time 
Season Mateh-up 


Game Options 


SIN YIdNs 


College Slam brings: t ethel 
teams from across the US, Bae i 
everyone 1s ali-siat matétial, so 
scan the stats before you: 
your players If you don’t lke 
what you see, you can edit. 


players’ stats im nine titl sere - 
performance categories . Left, Right, 

Some players even have Right on the Control d 

extra performance points code is entered correct! 


Silla 
hear o tone, You will then b 


oble fo select From the follow- 


you can draw from 


Alabama ing froternity teoms in the’ SI@MA CH 
Crimson pre tere: sa  g1eMA MU 
is on lournoment es. 
3 _‘Tide ee as SICMA EPSILON 
Gog -controlled DAYTONA BEACH 
i IGS auvsiz0 Block el or ¥ Ti'¢ 
come through in the Clutch If 


you want toe they ta 
beefing up their Passing ane = a 
Speed stats, just to give them : a _ monce stots! 
amore balanced game They = a “ 
have lots of performance 

points in reserve 


Ar izona The uiliccatshave fo ex He pettonrrence Porttsto draw 
“1 $0" ve to make do with what tl ave 
Wi Id ca t Se rer Po balance of skit!s overall, but Blockng Is 
cos ig weak point for them They're a good, solid team, 
but don’t expect anything spectacular 


Weal. Berkeley 
Golden Bears 


The Golden Bears ere an extremaly 


: well-rounded taam. Thair Speed, 
" Ar penses Power and Dunkrg a can make 
is up for some small deficiencies mn 
Razorbac s Stealing and Blocking and may be abla 
Watch out, or the Razorbacks will tohelp them avoid situations where 


Tun right over youl They already have they'll have to battle it out for pos: 
great Power, and while they're not session pur the ball. 

exactly powerhousas inthe other 

categories, most team members 


haveextra perioonaa its they 
Hi oe <i their _ Cincinn ati L 


#8 


Bearcats 


Connecticut 
Huskies 


Florida 
Gators 


This isanother workhorse 

‘team that wall do quite well with the proper aditing, 
i but you go with the default stats, you'll have to 

Me Manage them carefully You don't want to let your 


ah = pporents as toomuchof a ed oF youmay not s = 1 
Connecticut's Smalt Forward is the undisputed ave ahough Power toclosethegap _» 
star Husky, with superior performance ratings : emino e 
almost Eps the home Ore rn does not a G ie ‘ 
‘taam make, however, and you'd do well to pair jeminolas 
fim with either the Shooting Guard or the Port eorgetown area med- 
Guard, though the latter will tire easily i eer ty 
road team 
a that could 
© Duke Blue goer with 
= the nght ‘i “ 
Devils eoaching The Shoo Aa ¥ 
ey with his strong Speed, Steal ant 
te Be pels an tate Pores at r er the years, 3-Pont cats shouldbe the cen- 
ign) Capt sh na c 3927 hha the Hoyas have terpiece of any strategic plans 
ean ae cere a - senta number The Small Forwards the only 
hi ca cuple categories’ of team members on to the pros, and there weak link in this chain of solid 
aya a COURS CaLedOLeS In) are several likely candidates on this roster players 


witch they re sorely lacking, Ther A . 
2 B @ ar2no mediocre players on this taam, 
you can usually find another and no performance holes that couldn't he 


R player who will more than y a i r 
aka tinthe alfierace: paged tn some judicious patrings on 


ol 
Wolverines? With the selection o 
teoms in College Slom, you'll he oble to 
‘experience foryourself the excitemnnt of . Georgia } 
some clossi¢ court motchnps. This is the only _ ‘Bulldogs 
ploy mode thot will let up to fonr humton play- TH ban e 5 

ers porticipote ino single gome, ond ony posi- - Tes is sueot eaten Weak 
tions not octivoted by a controller before the gome pln esses, HUBtID saz Ty ne Ewoen 


‘the high and lownumbers eremare = j 


storts will be controlled by the compntr marked than what you might find on 
itor es ; some of the other teams Use the 


Center only :f you need him for a short | 


4 substitution 
ri : ‘ Georgia 
\ Here’s where the oction storts to heot np os Tech 
np to fonr ployers vie for the chompions ech. 
Foch ployer enters his nr her initiols ond Yellow 
picks o teom before the first gome Jackets 
begins. If there ore fewer thon four - ~ 


ployers, the computer will pick teoms oe 
ot rondom te round ont the tournoment. 


Hf olf hnmon-controlled teoms ore The Yellow Jackets 
knocked out before the finol gome, the tour- SO eet a ees 
noment will end withont o winner. inthe Clutch play department, either Thisis 
goad, sinee their Power won't carry them very 
far The tick will be to strike hard and fast in 
‘the early part of each half then hope the cush- 
1an carries you to the buzzer 


ree w 


@ NINTENOO POWER 


COLLEGE SLAM 


SIN YIdNsS 


averege scores across’ the board, 
Remember that versatiity may be 
just as effective as virtuosity on the 
long road to tha playoffs 


TOURRNAMERT APP ede ig . Thare are few teams in collega 


4 basketball history that can com- 
1 Oklahame 8 8 Jawa State 2 DP pare tothe Wildcats, and they are 


Deri aS formidable as ever in ther video 
(Occurred three es) i game incarnation. They are equally 
la 2 adept in all of the categories, and you'll 
8 Calarada 2 4 geta fine performanceno matter which 
Okla ama State 5 (Occurred twice) of the players you choose 


5 Kensas State 4 8 Texas ARM 
5 Nebraska 4 
5 Texas 4 


) Tinois Tigers oe 
Fighting . standnatestetbalplay a 
= —— ers, including “Pistol” Pete LSU 
I llini lowa Maravich and Shaquille 


O'Neal, and they seem prepared to continue 
the trend The Shooting and Point Guards will 
make a powerful pair and any of the othar 
players will play the fill-in role quite nicely 


With stats iike these, it's 
j vile = awonder that we havan’t Hawkeyes 
i seen llinots more often at the Final Four or, at AFYOu go with the Hawkeyes, you'll dafi- 
least, ther division playoffs. Speed, Dunking nitely need to work on their passing 
pe ciated play te all strong suits with the game wi these guys fae sone fery 
igh ting Iltini, and even thair least mprassive » . pretty good stats, you may have a hat 
player has some valuabla skills. Se ‘ume gatti pelea ti Maryland 
: : given par of them If only you could hat 


bree players on the court at once! a \ erra ims 


sl 
8 definitely n more than the q 
r) ‘their opponents and score before 
Sum of its parts! LE they can even set up adefense 
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Memphis 
Tigers © 


Up ta sixteen players can participate ina 
tournament, and with the number af gaad 
an — teams availahle, the autcama is defiaitely not 
Eee e acceruntee tl assured! Each player will he asked ta onter his ar‘. 
Pees oa eam wit her Is and ta pick a team. After the last player 
lengthy tournament or ason has chasena team and the camputer prampts yau far _ 
layin boul probable Te anather set af initials, Just highlight the “Finished” 
aption and press A. If there are fewer than sixteen 


‘toa playoff spot, but a champion- 
ship crown might be beyond their 


ree players, the camputer will raand aut the schedule. 
- a This is a straight taurnament format, with na sec- 
Michigan and chances. If all the human players are 
Wolverines knacked aut, the camputer will determine 
* The Michigan a winner and display the taurnament 
m Wolverines results. 


have been to 
the Final Four 
before, and there's 
no doubt that they 
@ could doit again 
% Power is their strongest 
sult, with Blocking and Dunking 
coming in right behind Keep your 
y Players moving and get in your 
opponents’ faces whenever Fi bs a pene 
you can . aor 
ee. |UE 
5 ei ic 
mal Haney et 
— Michigan + hence moi ‘oa 
State : 


Spartans 


if Earvin “Magic” 
Johnson's ald team made it to the NCAA tourna- 
mentin ‘90, ‘91, ‘92and “94, andit wall be up to you 
e make site uy {ey ante i poe oe time The ym 
partans have adefiert in the Speed department, ‘The Tigers have won the BigEight Conference title four ; 
EA you sna be able tocampensate with their times since 1987, and maybe you're just the one to take 
Ocha Srliss : ‘them ail the way to the NCAA finals, You'll have torely 
‘mostly on offense with this team, especially since 


Mas sachus e tts Blocking and Stealing ang thew strong Bar's 
Minutemen § gas , =e thar reco and 


stats, the Tar Heels wilt be 
Brie mths one of the first teams to 
teamtwitha —- : be picked inany tourna 
‘special emphasis. idl = ment play There's not a 
on Blockngand i = bad player in the bunch, 
Dunking}is the Power Forward the |" Bales aus / % 4 on it watt be conte io 
Center The Small tora /and the ae are { Wo, ; p 5 i q re oe 
Sheed at Stealtig and tacking, but with the f oi comer Soreetatinie 


ee 


et racic 


lower © 
uid have to plan your moves carefilly Ry fees oe Oe Power, Dunkiigand 


@® _swrenoo power 


COLLEGE SLAM 


a 


Gklahoma State 
ie 


We Cowboys fag? q 
err alma Mater proud, 
1aking it to NCA, tour 


st oatand 


s 

| 

i 
SIN Y3dNsS © 


asy toset ae 
'sPoweristremen- — ~ 


4 dous, giving youa low 
4 oki = © injury rate and letting youkeep asuccassiul 
je running. Your 


‘pair on the boards for a long time 
best bet will be to pair the Power Earwerd and : 
‘the Point Guard in one half and the Small 


Penn State 


Nebraska _@ Nittany Lions 
torn Huskers « Heres another example of a teamhaving a 


Forward and tha Shooting Guard in the other 


great amount of potential but needing a bit 


Opponents will have of editing to make them really effective on 
tokeep an eye on ‘the court The Lions have two very power- 
your Corn Huskers, jul 3-Point punters, but they lack the other 
because if youhave strengths necessary to take advantage of 

B halfamind to, you ‘these skills 
can take possession 
@ of the ball with 
= * alarming regularity. 
Not curptebali Blocking and Stealing are 
— the Huskers strongsurts, and they per- 


form weil in the Clutch, too 


cathgicte 


‘The Buckeyes will demand 
acertain amount of r 
finesse fram you While 5 
their stats are good | 
overall, thay lack strong 
Dunkers, and they tend j 
tomiss more 3-Pointers 


Gees, 
thantheyhrt You'llhave “ nae 
to drive inside your 
opponents defenses 
and take shots close to 


the basket 3 “Okislones 
4 Konsos Stote 3 
imes} 
4 Mi ssouri 3 
4 Texos3 
7 Colorado 2 
T lowo Stote 2 


7 Texos A&M 2 


running game, thn 
to pick the Sor 
trong runners, which 
Fhelf'éndurance could be bette 
there are three of them, you'll have more options for 
substrtuticns when things start to slow down 


Texas 
Longhorns 


In on add departure fram requlatian ploy, : 
the Saason Made daesn’t fallaw o normal A em 4 
schedule, with teams meeting each ather mul- u Pion by ait 
tiple times ond racking up on averoll ratio af category, but everyonehas a 
wins ta lasses. Rother, the schedule is exactly Bo ae ea a 
lhe what yau’ll find in one af Acclatm’s fight- five of the last six NCAA champr- 
a é, a onships They're esolid team that 
ing games, with o list of 20 teoms would have a goad chance 
you must defeot in arder. Once De 
that’s dane, you move an foo . 
stroight knackout farmot taurnoment, with 16 
teams vying far the tap spot. As long as yau 
don’t erose yaur initiols fram the gome’s 
memary, you can pick up o seasan fram 
where yau left aff. This is the made 
thot will seporote the wimps from 
, the wild men, the pretenders 
| from the cantenders, the 


chumps from the chomps! i. { Pe . \ 


Purdue 
Boilermakers 


Though the 

Bollermakers aren't 

the fastestplayers fame 
around, they've got 


STLUKMAKERA 
enough Power to 
sustain them = 


‘through some 


rough play You can Syracuse 
thus afford to get into your opponents’ faces y Orangemen 


and try to Block their shots, winch is another 
one of the Bollermakers' strengths 


St. John’s 
Red Storms 


~ The Red Storms; 
want for nothing, 
Mas theirstarling : 

m record willattast. 


Thisisone team that youmight want ¢ 1 " 3 
totry hutting afew three-pontars . 


with They've got enoughSpeed and | Bru ins 


None of the play- Po 
> wer to suppart ther 3-Paint stats, . 
Bd ge which s just what you'llneed tobreak | The only weak spot inthe Bruns’ 
7 Be 40. ond the Small away. auch andgat m posifionheforea | ae bel cs 
Forwardhasan astounding 60 paints! Seg ep ot Mout ite a sp | ri f eat ngs on this 
__ This aptly named squad will lend tself to ¥ % 4 at Teo, ental sg offen: 
_ an nsive Of defensive strategy you in | ( anddefensive possiblities. Their 
‘Gare to devisel Soult se thas ability topullafa Clutchplayis, . « - 


© especially impressive 


© _swrenoo rower 


“UNLV 
Rebels 


The Runnin’ 
Rebals have dona 
well for them? 
salves recently, 

1 end as theirnick- 
| namie suggests, 

| you should proba- 


bly plan your 
strategy around a running game If you uti- 
lize their Stealing, Passing and Dunking 
abilitias to the fullest, your opponents 
may have a hard time completing plays 


USC 
Trojans 


Here's yet 
another well- 
balanced 
squad that 
will lenditself to almost any sort of 
strategy You'll ba able to use each play- 
er ina variety of ways, andif you keep 
your gama plan flexible, you can keep 
your opponents guessing They'll never 
know what to expect next! 


sive 


2 Oktahomo State {25-13).658 
* (Includes games priur to 1955) 

3 Oklahoma (20-14); 588. 

4 Kansas State (27-25) -519 

5 Missouri (13-16}.448 

6 Colorada (8-10) .444 

7 Texos (13-17) .433 

8 lowa Stofe (5-8) 485 

9 Boylor (3-6) .333 

10 Texas A&M (3-7) 300 

It Texos Tech (3-10) .231 


ut INDY. Gamecocks 
rm crore — 


[_ 


South Carolina 


The Gamecockshave some pretty yond 


f performanca point totals, but most play- 


ers seam to be Woefully deficient in one 
afea or another: Be careful wrth your pair- 
ings and substitations, ar you may find 
‘the opposing team blowing past youm the 
™ final minutes ofthe second half, 


Virginia 
aliers 


uckily, there are five players on each roster 
because even if one of your playersis not up to 
snuff, you've got four others to see you saely 
through agame Thisis the case with Virginia, 


and Point Guard are not bad players over- 
all, but the former is a bit too slow and the 
latter tres too easily torely on for long 


periods of tima and unless there's some sort of emergency, 
you can ignore the Power Forward completely 
< 


: Wake Forest 
Demon Deacons 


The Demon Deacons don't have 
especially good Power or Clutch 
ratings, yet they often make a 
few surprising plays late in 
‘the halves, somehow 
Though most of their 
stats are above 
average at hest, 
the players s 
seemto fe 
work off Ee 
of each other's strangths very 
well 


{Tied for-4th place 
NCAA records): 
‘Oklahomo State 3 
{Four were made 
befare 1955) 
Kansos State 4 
Oklahomo 3 
Colorado 2 

Boylor 2 

Texos 2 


The Badgers’ default stats 
are tberally sprinkled with 
Ones, so you lineédtousa © 
‘thei extra performance 
points if you want to bring 
them anywhare near a cham- 
ponshwp tourney Speed and: 
Blocking seem tobe the 
things they've gat going for 
‘them, but that’s not saying 
much: , 


COLLEGE SLAM @ 
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A FLEA NAMEO FRAI 


| INTOA MACNINETNA 


FRANTIC FLEA 


dish experiments to subjugate flea- 


Frantic ‘lees into a !aboratory where he finds fien 

kind Electrical zappers keep Frantic hopping for his life whtle insideas try to col- 
lar the escaped Minifleas You'll learn the basics of flea survival, collecting up to 
28% of your little buddies. 


BREAK OUT 


Miserable Minifleas pass through the glass bulb on 
their way to a ternble fate unless Frantic frees 
them in time 


left stde of 
of the line. 
into limbo, 
rd the right in 
td on a ledge 
Ww 


En 


1-1 


Use Frantic’s 
spirattack 
rapeatedly to fi 


fass and 

ree the 

y Minifleas. 
Once the little 
quys escape, go 
below te collect them 


UPPER RIGHT 


Tike. WLLs ».1 


Things get turned upside down, or at least sideways, in the 
Stikko Hills Stikko pads force Frantic to walk vertically and the 
” change of control functions may mess with your mind Many 
Mintfleas must be rescued from Painpods while Insideo baddies 

hover and hop everywher: ? on ? 


UPPER RIGHT 


sad 


UPPER LEFT 


FLEA, OR NOT TO FLEA 

E question 1s, how can You get to the 1-Upon . ? ? 

f @ of fic ie wall? The! tiiswer-is a 

tnd walk through. 
i 


the left ledge, theta doubl. 
© zapper ‘ 


Once you reach the right 
sideot the stage, go to 
the bottom and crouch 

down to [ce under the 
rock wall, 


UPPER RIGHT 


LOWER RIGHT 


f 
s 
N 


SIN YIdiS 


Collect your lit of munifloas, 
‘then head for the exit, 


\ 


| 


Boing CENTRALE | 


Collecting 40% or more of the Minifleas in the three stages of the Boing Central won't I 
be easy, but Frantic gets some elevated help from the Hoverpod Once you hop 
aboard, you'll expertence the thrill of flying between the Boing Balloons and dodging i 
aerial mines. Come fly the Frantic skies 


TWE FLEA putes! 
When you get the rtch to hover in stage 3- 
2, go to the far left and leap off into space. 
The Hoverpod waits patiently for Frantic 
at the side of the screen 


Ga down ta the lower { 
level, then leap ta the | 
left talendin the 

Hoverpod Fly abaut, 

use your spin attack 


FAR RIGHT 
2. » J In Stage 3-3, you'll have to charge through 
FAR RIGHT the zappers using your dash move unless 


you want to join 
the power grid 


Push the dash 
2.3 button right at 


FAR RIGHT the start. 


4-1 


UPPER RIGHT 


A-? 


UPPER LEFT 


4-3 


UPPER RIGHT 


FLEA CERCUETS - 
Frantic must-stick to his resolve and 4 


Hovering Insideos become a pain in the anten+ Stukko Pad iffhe wants to reach the 1-! 
WE for Frantic when he jumps from ledge td at the top of 4-3,’ Dash and jump to the 
edge In areas like the one shown here, yall Stikko Pad, then jump to 
have to bounce on the trampoline fo reachthe 4 
upper levels while avoiding the flying foes. 


his frends Expect vertical hopping and plenty of Insideo in’ 
piloting hoverpods of their own You'll also find Painpods aple 
Frantic must live up to his name and dash through the stages 


the left ledge and crawl 
through the gap. 


Use your Dash move 
anda jump tareach 
the Stkko Pad From 
there, it's aneasy 
hop ta the +Up 


‘Watch out for approaching Instdeas 
an theirlying machines wien you 
jump upto higher levels 


®_morrenno Power 


ai, \3 Spy e= a 

. \ 
afc Ties B 
AS Frantic closes in on the terrible Destruktokon, he encounters the First 
Fortress, with its chains of pain and deceptive flea traps Frantic must go the dis- 
tance on each path to find enough Minifleas to allow him to escape. 


qprkes AND SPANS The spikes in Stage $3 and 
forms 


beyond take mag 
The worst of them appear and disappear from holes gmc can’t 
make blind jumps as in earlier stages because there, be a bed 
of thorns waiting below 
Jump with caution and 
dash through doors 
: - 

The slightest touch from 


one of these massive 
spikes willsendFranticto FAR RIGHT 


‘the flea showers 


5-) a. 


BOTTOM RIGHT 
Q e 


a P 
believe everything you read These Insideo signs in Stage 5- 2 


aut the wrong way to go. Explore the maze on your own, taking 
dl = eee 8XtfA care not to OWER RIGHT 


fm puncture your 
Hoverpod on the 
The exit jies 
jower path 

the sign 


Spi 

P Frantic 

aths thro 
and 


dang 


de ie ot Ditton . 
colersnioce a 


1 The hunts on for buried Ne fy Th 


i 


ast hoard from a Spanish af od 
oh Brana 2 fond? Wi 

the g 4 

ee a, 5s dt b the gold, byt to 3 


Nb sh Hf 5 ie 

th mp po Ct ter aa 
Tete ‘ide-scol 

os sof ‘wu Rae 


Adams 


=a bates th ate 
eco a aro 


CUTTHROAT ISLAND 


SIN a7dns |, 


; co = b ey ge { Morgan: staris out with one piece of the treasure map: Teaming up with 
; ° J Be "dashing rogue William Shaw, she'll have to find the other two pieces before 
% = setting sail on the Morning ‘Star, for Cutthroat Island. Unfortunately, ‘colo- 


nial Caribbean is thickewith scoundrels who have their own designs on the 
loot! None is meaner than Dawg Brown, who's made many a man walk the 
plank, Dawg’s| cohorts iri crime are" eared 
the snivelingSnelgeave. and the’ 


\ae | 


‘ Corrupt Governor Ainslee, VOUCUE CARNEO & SPECIAL HOUE 
= a : * THE BIDIMECTIONAL STAB 
<a> r 
TOMA \ Fye2223 PRESS Re 


w~ = yg L, id | 


4 


When-you, complete certain stages, 

you'll get dazzling sew moves, You can 
‘oxecota thase only if you fand enough: 
= 2 hits-facausa your Aggression Indicator 
PO AE Yo a el if the 


-in the higat of battle: Morgan will 
hold on tea knife that sha's picked 
‘op, while Willram cao throw it with 

deadfy force If you preas the } ; 
Battonamd-Toward os 


a 


ult na 
< 


t i 
“AEE OKI 


‘The Warden hacks with 
: be ct pare tee 

t ; -_ fires when you at. 
Mm 3s4 y ¢ Mf you hack Fini fata this: 
corner, thoagh, you can 
‘dafeat him without suf- 
oe scratch yoar- 


volume 52 GB) 


Ze. With Redcoats in hot pursuit, our heroine.and hero feap into a 
Nea 


mining cart fora jwild tript Because. you can’t control the caft’s 
speed, you". need Split-second! fiming'to dodge the trees; boul- 
ders-and big Sruisers. Slam into the Redcoats to gain frequent~ 
fugitive paints. “Refer fo the Aections helaw for a ae 2 
\ and worry-free trip. > : 


Many Tmangy; sea hie ne highw: vena has ‘akon 
. ‘an the 5p nish on siorerd: 


Nae Beate 


ee 
RegSURE cus Ss 


CUTTHROAT ISLAND 


Sn ans 


yf q 
= s. DIC 


then grab a swor 


for yous fet Us 
2 wil stab 


; kup 
god for, 
le 0: hectic, 
fnen yi 


\e I Having grabbed the precious third)piece of the map, Margan and William have out 
"2 Sn, raged GoydrnorAinslee, a lowlife in high office: The knayish governor sends his 
LY Redcoats in Hot pursuit, but he hasn’t-counted on the,.résourceful rogues leaping 
7 ubevare passin carriage! You'll have to dadge cannonballs and flag poles while fend. 
int off the Meécallions who are trying to win the hefty bounty of your head. As the 

triage rete along, one false’step could end: yout pirate cateer—forever! 


Long experience taming the toughs #f the Spanish Ma oe 
nade the Harbotmaster.afgrmidable apponent-A4e% . 

the fighting’ techniques. of brigands ArotA;"Srimify iy ® je 
California. Think’ you eat eetreat? Nee 

He'll shoot you with his rifle and 

sfashiat you with his halberd, Get 
too close, and‘he'lt dive’in for 
"seme maho-a-mano combat! 


CUTTHROAT ISLAND 


— = ——e = 

[ SLIDE - AS “Tou DE ae, en 
. avoid the in flagpoles, duck and slide by pressing* q Bees topo f Ss | 
Bown, Toward and the Y Button. Jbyou-waitt toive dan- an ee sad The H ss | 

gerously, you,carjump over the lower poles} as shown ini ] DS) ouysmaynet =f] |e 

|| the map, Be warned, though, that jumping iticreases your ; € my Seo one Bee ia 
chances of falling to the rocky pavement. With su much ‘tam Dich } i 


going on, don’t try to impress “onlookers with your flashy Be 
swordplay. Whenever a hounty: hunter drops, ‘on the car- [5 
Nee roof, ~< him ‘off with: a sliderkick. f 


Fred On DAeel 


Yan to run and sper yout ams no wig but torleap 


Surrounded’ ie up'to an door. 
Way 80. you iLhave to: daca neers 
* onanly one fide... e 


Pe 


ac 


is 
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wit oD The three map pieces have led you to thé- long-lost land 
\ i of Cutthroat Island! With the Marning Star anchored uff- 
=f . shore; you'll make your way to the beach and a tracktess 

nf é : jungle that’s itiled with ferocious beasts and treacherous 
e quicksand, Fortunately, a series of caves honeycombing 
the island allows a quick trip through this perilous stage, 


“Fingers lett thie tires pleges 
“of the map t6 his heirs bub, 
_megleetelto- warn there 
‘the island's dangers, This 
menacing thonkey doesn't 
‘Tike buccanesys-Horning i}}n 
bis turf, Fast on his feet, he eh chadesiioct Na rate 
TBictwr to slide-kick the sughysimian bck inta-the sods. 


“ata! oF ede = 
tan daptf th ‘through fatity quikily 
When: 


Morgan's ancestor, Fingers Adams, was, the only 
person. ever to escape Cutthroat Island .ative, ‘y 


| (Clrir STCANG FEATS . TH ; 


}\ Legend has it-that some of Fingers’ pirate pals sank | 
| oto this quicksand pit, neyer to retur® Avoid that an 
Sinking feeling, by climbing a nearby vi¥end leap- + 

| ing from branch ‘fo’ branch until es’ye @ached 


\. Setid ground, E 


SIN YdNs 


upes Chay aia) estions lf appear Send in thdcdtect answertvarkiyou'lt 
ie! iifind tevive aes @ chiheeito swint valuable prized, ivitludjng a/xeal-ttie 

A hidden — treasure hunt in the Florida Keys! Othey prizes *wehide gold, 
fi ey bal , Movie passe’ and the video of Cutthroct Island. 5 


Not thave to ratumeto the cif” 
atter finding Fingars’ boriad trea- 


Get ready for i0 

stages of rol- 

licking action 

on the Spanish he oy geen 
Main as you : 
search for buried 

treasure on... 


Latin inseriptian on her map piece 


Acclaim has made sure that 
hand-held afficionados don't 
miss out on the swashbuckling 
fun by rolling out a Game Boy 
version of Cutthroat Island. Join 
Morgan Adams as she thrusts 
a and parries her way from His 
1995 Cattvoat Ditnbatio ne Allnehtsreserved. Majesty's Colony of Jamaica to a legendary lost 
treasure buried on uncharted Cutthroat Island! 


A LASS WITH A CUTERSS ; 


Working a bit of programming magic, Acclaim kept 10 of the 12 stages c 


from the Super NES verston of Cutthroat Island, jettisoning only the DIFFERENT TROKES 3 
Quarry and Carriage Chase Play starts out with Morgan Adams and her 

trusty rapier, but you can add to your arsenal by picking up knives, FOR FIGHTING FOLKS 

bombs, pistols and bottles. Like the 16-bit version, players can restore Morgan's father, Harry, taught her everything he 
energy by grabbing food or medicine, unlock doors with keys and grab knew about the sweet science of sword fighting. As 
j-ups The lack of Super Game Boy enhancements may bother some, she thrusts and parries her way to the treasure, 

but players with a hankering for Morgan will learn new attacks. These are only avail- 
relentless action and a strong able after she's landed a string of successful hits, 
story should check out this non- causing her Aggression indicator to light up. 

stop swordfest! - 


Many a scalawagn Spittalfield and The Charging Lunge 1s par- ‘Unleash the Thunder Roll 

Spittalfield Tavern is determined ta ‘ticularly potent aaa when your nasty nemeses 

Telleve Morgan af her map pleces buccaneers brondishing big —_— least expect it. 
broedswords. 


w= . 


NINTENDO POWER 


CUTTHROAT ISLAND 


BEYOND THE JUNGLE 


Dawg Brown, a pirate of unspeakable cruelty, dogs 
Morgan every step of the way through Jamaica 
and over the bounding main to Cutthroat Island. 
Even then he won't let up, pursuing Morgan as she 
slashes her way through a trackless jungle and 
descends a sheer cliff to reach the treasure cavern. 


A0d IWYD 


Itsa fight to the finish when Scully, 
theembrttered first mate of the 

= Morning Star, sparks a mutiny against 
— 6 eer ee Morgan! 


The jungle ends abruptly at a sea-soaked cliff Hotly pursued 
by a company of British Redcoats, you'll have to scamper 
down fragile vines and across slippery rocks to reach the 
entrance to the treasure cavem. It 
seems that Dawg will win a full par- 
don if he can deliver half the treasure 
to Governor Ainslee of His Majesty's 
Island Colony of jamaica The cor- 
tupt governor has dispatched the 
Redcoats to bring home his share! 


TREASUEN CAVERN: 


The glistening treasure lies bured in a cavern measure- 
less to man! Tread carefully by che bones of the doomed 
pirates from the Sea Devil and 
stab at the bloodthirsty bats 
switling in the gloomy amr. 
Fortunately, your human pursuers 
got a big case of the willies when 
faced with the prospect of enter- 


Scurvy seadogs from 
Dawgs ship, The Reaper, 
see no point in sharing the 
treasure with you! 


i CevVe eee 
4 doeal 
‘You have the treasure, but your 
troubles have just begun! 
Governor Ainslee 1s waiting for 
you on the beach outside ing this dank den. 
True to his greedy nature, 

Ainslee wants all the booty 


for himself! Your ie Soe! IT TAKES CUNNING AND GUILE TO 
Mie cheat Pee toe MAKE IT TO THE TREASURE ISLE 


Clamber cautiously over 
the rotting vines that hang 
from the ceiling One sip 
could send you hurtling 
into a bottomless pit! 


. ij thrusts with lethal accuracy ft's not easy being an honest citizen in Spittalfield, but a 

| Make sure you've mastered 25 few plucky souls are up to the task. These forthright folk 

‘ your blocking , = take the law into their own hands, tossing bottles and 

maneuver and ce bombs at the swordfighters clogging the streets. You 

your bonus : can get hurt by these flying objects, but so can your 
attacks,or you'll opponents,” 


never see Kingston 
again! 


Only a savage 
swordfighter 
couldrule a wild 
andlawless 
colony like 
Jamaica 


After knocking a rival The fuses on the bombs are 

/ flatonhisback,dashto —_set to go offaftera faw sec- 
the other side of him onds, giving you ptenty of 
before he can get up. time te get away 
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Super Bowl hysteria and hype ts gone 
until next year, but the MVPs for Madden 
‘96 have yet to be named, Send in your 
top world records’ to the Arena We'll 
post the names of the best players in 
every category, from yards passing to the 
most points scored in a single game In 
the event of a twenty-way tie for longest 
field goal or longest run made, the win- 
ner’s names will be printed on a first 
come, first served basis. Take a shot of 
your Madden ‘96 World Record Screen 
and mail it in to the Arena today! 


Due to popular, dentind, the Mario Kart 
Challenge is back! Rev up your engines 
and grab a ted shell-the new challenge 
series includes a whole new selection of 
tough tracks. This month we're looking 
for the fastest fimes for Koopa Beach on 
the Star Cup Circuit How fast can you 
drive and keep the sand out of your ears?’ 
Pick your favorite racer (Donkey Kong 1s 
our personal favorite, but watch the 
turns) and glue your thumb to the accel- 
erator, The top ten times scoot away with 
four Super Power Club Stamps! 


NINTENOO POWER 


and gh your oppanént’ same serious 
-player-rfiode. The top 

“scores that break the ic€ will dommate 
the icy realms of the Batile: Zone and the 
ten-best playéts wi P € 


four Super 


If you've ever hung out in Nintendo 
Source’s Power Circuit chat room on 
AOL, you already know that Chrono 
Trigger trivia 1s a hot conversation topic. 
Take the following quiz for fun and see 
how you measure up. Remernber, pea- 
ple in the chat room don’t have time to 
look up an answer in the Player’s Guide. 
The answers will be in the next issue of 
Nintendo Power. 


4.Name the Dome where you find the 
hungry people in A.D. 2300. 


2. What does the Wallet item do? 


3. Where do you find the Zodiac 
Capet~ 
4. Name Ayla’s village. 


5. Which Rock allows you te execute 
the Poyozo Dance? 


6. What do you pour on the grave in, 
AD, 1000? 


7. Name the town where you find the 
Black Rock. ea 


ie 


YOSHI'S ISLANO 

Scored 100% tn all levels in World 3 
Jeff Bylinowska Indianapolis, IN 
Jeffrey Davies Plymouth, MI 
Rich DeBaker West Homestead, PA 
Alex De Franca Cliffade Park, NI 
Michael DeHart Kent, WA. 
Christopher Duncan Spningtield, VA 
Alan Gross Schererville, IN 
Dafe Knight Calgary, AL 
Brad Lichtbtau Olympia, WA 
Tom Lyman Chicago, 3L 
Kevin Moot Eden Prarie, MN 
Josh Nickerson Homer, LA 
Janet Petrocelli Deltona, Ft. 
Stefan Ritter Isp, NY 
Kenny Sundberg Satellite Beach, FL 
Derek Thornton 
Brian Linderwood and his Cat 
Michele Vargo 
‘Vasislis Vitasas 
Michael Yeganyan 


KILLER INSTINCT 
Top Combo Scores (Volume 78) 

Michael Giguere St Nazaire, PQ. 
Brian, Adrian & Steve Zareno Carson City, NV 
David Crawford ‘Auburn, WA 
Eithimios Georgakakos Lachute, PQ: 
Scott Chatterton W. Clearfield, UT 
D. Doroské & M. Larson ‘Wyncote, PA 
Sylvain Bisson SteJulie, PQ 
Michael R. Simmons 
Sean Gary 
Paul Durias 


TOP SPEEO OEMON 
SCORES 

This month’s Battle Zone features the 
times of the tap 25 Killar Instinet Spaed 
Demons Robart Broussard fed the East 
Coast and all entires with a sizzling time of 
§57, but it was the power tno of Glen 
Gullickson, Aaron Smith and Mike 
Bogenschutz thet alevatad Cantral into 
first place. 


Top Ten Speed Oemon Times 
Robert Broussard 

Glen Gullickson 

Martin Chamorro 

Aaron Smith 

7 Jesse Buckler 


Brian Beltran 

. Danny Li 
Brian Zareno 
Mike Bogenschutz 


BATTLE ZONE \ 


Jeremy Wilson 
Woite your name, eddress and Membar Number on the back of your phota, and Address entries to. 
enter the Arena Include your Super NES in the photo of your high score Dim the 
lights and then takea few photos without a flash If you're taking a photo of a POWER PLAYERS’ ARENA 


Game Boy, place it ona flat surface Challenges in this issua must beracaived no P.O BOX 97033 
later than April 15, 1996. The top qualifiers receive Super Power Stamps REDMOND, WA 98073-9733 
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MARio AND COMPANY ARE BACK “ON Doe. (Aes 


MARio KART FoR THE SUPER NES. THS Fi 

RETURN IN MAY With THE SAME CRIS7 CON 7) PIVEN ME VL 
AND VARIED LEVELS oF CHALLENGE THAT HAVE MADE FT AGES T-SELLER 
SINCE TT WAS ORIGINALLY RELEASED. (iF you DovBT US, CHEEK oT THIS 
MONTH'S SUPER NES To? 2O LIST!) ON “To? OF THAT, ALL SUPER 
MARIO KART GAME PAKS (0RIGINAL AND 

NEW EDITIONS) ARE NoW CoMPATIBLE Wrtk le F 

THE XBAND NETWoRK! You CAN CHALLENGE 

NoT ONLY “THE BEST DRIVERS FN YouR NETGH- 

Borvoom Bvt AROUND THE COUNTRY AS 

WELL! 


4) NINTENDD POWER 


In case you haven’t been in the dri- 
ver's seat recently, here's a refresher 
course on the basics of SMK. GP 
(Grand Prix) mode piis one or two 
players against a field of computer- 
controlled karts In 50ce, 100ce and 
150cc classes Two-player Match 
Olle. uses the same karts and tracks 
SGP mode, but there are no other 
pponents tn Battle mode, two dri- 
vete"go head-to-head on maze-like 
fracks,using weapons and power 
’ ups In a game of motorized tag Each 
2 driver has specific strengths and 
weaknesses, and you shouldn't have 
# problem finding someone that fits 
yo r driving style 


celeration vs top speed Speed 
maneuverability Any of the dri- 
s can take the checkered flag, but 
jce each GP and baitle track 1s dif- 
ferent, no one can dominate an 
tive series Take time to explore 
¢ driver's limits and the layout of 
the tracks 


ehind the Wheel 


MARIO 
“a } Maro and Luigi have 


{ almost identical abili- 
t ties They're good 

f overall, and they‘dbe 
fine picks for novice 
drivers 


__ PRINCESS 


| She may be royalty, 
but she gets down and, 

irty on the trackt 
Acceleration and cor- 
ering are her strong 
points 


Bowser’s top speed Is: 
pretty high, but he 
may not beable to 
take advantage of It on. 
some of the twisty 
tracks 


| This little Toopais a 
 killerin the corners, 
| andno one can match 
| his stability at the 
Gimit Punch itt 


Tr + Luigi and Mario also 

i share a weakness 

4 their comering abilities 
1 are not up to their 


acceleration and top 
speeds 


YOStH 


Yoshi can also acceler- 
| ate hard, but he doesn’ 
have quite the 
{ Princess's cornering 

aility Watch the tigh 
tums! 


ie JF, 


| Before Diddy, there 

was DK Jet This hefty 
monkey has bulk in his 
favor, and he can bump 
anyone out of his way 


TOAD 


| Toad has nearly 


Koopas cornering abilijj 


ty, and he’s got better 
acceleration and top 


speed He's the top 
pick for GP vets! 


XBAND 


Super Mario Kart joins a growing ros- 
Her of terrific games for use with the 
XB.\ND Network service ffony 
Catapult. Using the game, a Super 
NES and arr ABANL modent, you 
can challenge other racing enthusi- 
asts on the XBAND network to two 
duels on any of the Battle or Match 
(mode tracks If a tiebreaker 1s need- 


sed, you’ run one Match race or fight 


fone Battle to determine the winner It 
costs just $79.99 ta sign up for the 
service, and this fee covers the 
modem and one month of unlimited 
connects Monthly payment plans 
vary, and you're charged by your 
phone company for long-distance 
connects, just like long-distance 
calls You can restrict your connects 
to local numbers or sign up for the 
XBAND Nationwide plan, which fea- 
tures discounted long-distance rates 
from MCL. Check st out 
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The fun of two player games comes from the challenge and unpre J = . : 
dictabiiity of gomg up against a live opponent, and the SMK Battle mode Best Drivers 
Is an especially raucous good time? Here are a few tips that will help you Maneuverabiity 1s often much more 


tn the heat of a battle «mportant than speed in Battle mode, 
and these two won t steer you wrong! 


Your main defensive power-up is the Feather, which carries you 

higher and farther than a normal hop, Though it’s not foolproof, it’s 
the best way to avoid all those pesky Homing Shells your opponent 
keeps firing at you! 


Koopa Gan turnons cine and reverse direc: 
tionin the blink of an eye Thisis crucial 
on tracks with a lot of obstacles to 

weaye around, lke tracks two and 

three Il you start to turn before you 
getup to spaed, you can track an 
‘Gyponent who's circling you and not 
spout or lose much momentum 


Toads anctch below Koopalia maneuverability 
buta tad faster You'll have theedge on tracks 
one and four, where you ean otitrun an attacker 
and duck around a turn before he can draw 
abead on you Spinning out is aworry, but 
you can power slide very effective- 
lyif you re good with the throttle 


Watch your opponent's screen and wart for him You can also use the Feather toswitch 
to firea shell You can {leap yust before the shell lanes and get the drop on your foe or 
hits or hop behind a wall collect a power-up before he does 


o 


q 


AHoming Shell can turn only so fast, so 
dont expect it to track around comers 
wall If you're on the receiving end of one, a 
quick hop and a course change may throw 
itoff just enough to miss you 


The red Homing Shell 1s the weapon of choice of 
battle-hardened veterans, but it takes a steady eye 
and trigger finger to use effectively Never use tton a 
straightaway unless there’s nowhere for 
your target to turn, and if your opponent has 
a Feather, try to psyche him into using 1 
before you shoot. 
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Grand Prize 


One Winner 
in two XBand modems anda year’s worth of 
sBand service, ono for you and one for a friendt 


ae NID Ais 

50 Winners 
Win two Super Power Stamps good towards the 
purchase of Super Power Suppliest 


Take a Dive 


Another sneaky way to avoid an attack 1s to jump. 
off the track completely The Feather can carry you 
over the wall that borders the track You'll sit in no 
man’s land until Lakitu comes along to haul you 
back. If your opponent has a Homing Shell, just 
hug the outside lane 
until he makes his 
move, then take a dive 
over the wall 


Official Contest Rates 
Ho enter, print be ame, address, telephone 
lf someone pulls this Mumber, XBand X-Travaganza, and the answer to. 
trick on you, quickly pie trivia question, “How many drivers are there 
4 crab another power- Hin Super Mario Kart?” ona plan 31/2” x5” card. 
§ upand wart Lekitu Mail your entry to this address 
wall drop him off Nintendo Power 
near the spot where X-Band X-Travaganza 
he jumped! P.O Box $7085 
Redmend, WA §9073-8785 

‘One entry per person, please. Ail entries must bes 


Pp oO we r = U p Ss postmarked no later than Apnti, 1998 We are no 
responsible for lost or misthrected mall. 


What should you do when the supply of power-ups runs fF = ‘7 poco pn ee Cae 
2 F manna i trom among all eligible entries By accepting thair 
low? If you like quantity over qualry, then clear the track przes, winners consent to theuse of their 


as quickly as you can Once the power-ups are all gone, 4) names, photographs, or other liknesses for the 
they'll reset. {f you like a game of cat-and-mouse, try to purpose of advertisements or promotions on 


i Aehalf of “Nintendo Power” magazine or 
get a Homing Shell then guard the remarming power-ups Nintendo of America Inc (NOA) without further 
3 ress Prizes are limited to one per 
household. Chances of winnmng are determined by, am 
= ia a ane total number of entries received No substi 7 
Piwtion of prizesis permitted All prizes will be 
nv | nci | ity mwardad Toreceive a list of winners, which will 


be available efter April 30, 1996, send your 


The Star gives you a speed boost and Drequest to the address above 
grants you invincibility for a short pen- PGRAND PRIZE The Grand Prize Winner will 
1 Not ly that, if Wetonch eceive two XBand modems and 12 months’ 
oC tony that, yeu steucn, your. pWorth of XBand local, base service {long-dis- 
opponent when you're invincible, you'll @ Ge gens ee enrner must pris 
! Fe Vide a watten release to stimated total 
oe u h Try to catch your opponent c Walue of all pnzes is $500 Some restrictions 
and back him into a comer By the time mpply Validonlyinthe US andCanada Vord 
he’s able to turn around, all of his shields unere prohibited by law Not open to employees: 
fis sal I be wet : of NOA, its affiliates, agencies, or their immedi- 
will be gone, and you'll be victorious te Beate famulies This contestis subject to all federal 


state and local laws and regulations 
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THERE THEY 


The key to victory in GP and Match play ts to get to know your driver pee — 
and the individual tracks With the wide variety of tracks in each GP 
series, no one driver can dominate an entire ci¢cult, so you'll have to use 
your skills and power-ups wisely In Match mode, you'll choose the As Béing simalt and agile counts far alot, 


tracks yau race on, so to keep things fa, both players should pick dri- 7 espacially when you start hitting those 
vers with simular abilities hairpin turns at full throttle! 


=) i = " ~ ~ The Princess and Yoshi have very simulay abil- 
ites, but Her Rayal Highness gets the nod 
or het better cornering ability Her only 
weaknessisher light weight, making her 
-Susceptiule 10 bumps from the other 
karts Keepaneye on the track map or 
Banana Peels are great for taking care of Ss * your opponents screen and steer clear of 
tatigaters or just thinning out the pack If any clugteraa! a 
you don’t have an immediate target, 
drop it off in a sharp comer Peels can 
also be fired ahead of you by pressing 
Up and A, but they fly very far and often 
fall beyond the track 


Now t's the fittle mushroom dude's turn to 
shine! if you hke power sliding, Toad is the guy for 
you Easeup on the throttle just a bit and 
do alittle hop as you enter a turn, then as 
soon as your kart's nose Is painting 
inthe fight direction, fet qo of 

the Control Pad andhit the gast 


; & “ 
| Drivers will have to take extra time and care 
a to avoid a peel ina corer or risk hitting it 


. — 


. The other drivers have useful skills, Ramming 1s an often overlooked tactic, but a couple of 
pe ton and here are a couple that you bumps from someone like Bowser will send most karts 


hight want to experiment with spinning out of control and out of action for a good three 
seconds, at least If you've 
Both Bowser and paey ioe Jr got a tight cluster of karts 
areexperts at ramming, but Bowser 
hes ahigher topspeed Take advan- around or behind you, 
tage of straightaways, but cut you can create quite a 
comers Whenever pdssibie You can pileup! 


tuepretty well, but because of your 
weight power sliding vill 
send you spinning or bleed 
off ton much spaedif you 
hold the turn too long 


His maneuverability mace hits the top pick. 
for the Battle mode, but with the varying 
track canditions in GP mode, there are 
times you'll wish for a bit more get-up~ 
and-go You can make up far this by cut 
‘ung corners whenever you can and sav- 
ing good power-ups, like Horning Shells § 
and Banana Peels, for crucial moments, 
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Sly 


We've published these-codes before, 
but since same of you may not have 
Those back issues, we thought we'd 
print therm again, These tricks are a 
fot of tun, and Wey Just might help 
you win some races! 


Cut and 
Jump 


Watch for places where you can jump or cut 
across gaps For example, look at the bottom 
curve of Mario Circuit 3, There’s a hole im the 
wall big enough to drive through! In Bowser 
Castle 2, there's a side track that juts out into the 
center of the fava pool You can jump over the lava 
using a Feather or a Mushroom and shave seconds off 
your lap time Even if you fall in the lava, if you just 
touch the opposite side, Lakitu will drop you off 0 
there! 


In SP mode, finish three consecu- 

tive races in the same position to 

earianextra continue Youmust 
comein first, second, third or 
fourth tor this trick to work 


This trick allews you to access the 

Special Cup tracks in the Time That mode 
Enter the time tnals and select a driver 
/ Press Left on the Control Pad to hightight 
€ ‘Mushraom Cup “Now pressL,R, 0,8, L, b, 

RR and A {L and R refer fo the | and R 

Buttons, not Left and Right Hf the code is 
entered correctly, a Special Cup option will 
appear below the Star Cup! 


This code will pit you against 
one computer-controlled kart 
inthe Time Thals, but collisions 
will be disabled. Start a one-play- 
er Time Tral, and when you come to 
theDnver Select screen, press Start 
onController 2 Select adniver with 
Controller 2, then with Controlfer 1 Press 
Start onControier 1 to begn the race The 
computer will control the second kart, but 
tt can’t harm you! 


GP Vs. Match 


In GP mode, you can turn the crowded field to your advantage by causing pile 
ups or otherwise turning the rest of the cirivers against each other in Match mode, 
you don’t have that luxury, and you'll have to rely on your driving skills and 
knowledge of the tracks to grab the checkered flag Use the Time Trial 
option to explore each track and experiment with different drivers Keep 
an eye on your opponent's screen to see where they are in relation to 
you One last secret tip if 

you rev your engine at the 
right moment before the green hight 
comes on, you Il get a speed boost at 
the start of a race! 
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Making 
the Grade 


As you might imagine, a lot 

of people want to make 

video games. It's not easy to 
get in to DigiPen, but the students who are accept- 
ed are glad to be there. 

According to Claud Comair, president of 
DigiPen, the basic requirements for admittance ii 
clude being proficient in the English language, 
maintaining a B average in high school mathemat- 
ics, and having ideas for game storyboards. 

DigiPen is a two-year, six-semester program. 
Students learn about the basics of game creation in 
their first year, along with high-level programming. 
They also study computer math, computer e n= 
ments, computer operating systems, and the princi- 
ples of computer graphics. 

Kyou think that sounds like a lot of work, you're 
right! DigiPen students generally attend classes and 
workshops 13 hours a day, six days a week. There's 
no sloughing in this school. You either love video 
games and attend everything, or you find another 
field of study, 

In their second year, DigiPen students learn 
about storyboards and game concepts, and create 
sophisticated games—like Red Shift. 

The payoff is almost immediate. Companies like 
Iguana and Electronic Arts often visit the school to 
recruit the students. Best of all, Nintendo of 
America is a major sponsor of DigiPen. Students 
graduating at the top of their class may get to work 
on the Metroid, Zelda, and Mario games of the fu- 
ture, 
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The Fearless Team 


We took you behind the scenes at DigiPen, the video game 
college, for the first time last August Now we want to intro- 
duce some of the lucky dogs who are studying there, learn- 
ing to make games, and we'll show you one of the projects 
in the works The students at DigiPen work in teams This 
month, meet Fearless, a special team including Ryan Higa, 
Josh Brown and Mark Vaughan, who have created a strategy 
game they call Red Shift 


. 
Ryan Higa 
Twenty-one-year-old Ryan Higa, from 
Montebello, California, says he was 
raised on video games. "| always want- 
ed to know how to make them but it 
seemed like there weren't any classes 
you could take I've been playing them 
as far back as | can remember, beginning 
with Pong on the Odyssey 2000 My In- 
terest was re-sparked in 1986 when the 
Nintendo Entertainment System {NES) 
came out Being able to play Super 
Mano Bros at home was a dream come 
true" 

After graduating from high school, 
Ryan enrolled in the school of engineer- 
Ing at the University of California at Los 
Angeles (UCLA). It was while Ryan was 
at UCLA that he learned about DigiPen. 
"! read an article in a video game maga- 
zine that changed my life It was about 
a school in Vancouver, British Columbia 
that taught video game programming 
The school 1s incredible. | came here 
with basically no experience and after 
almost two years of intense dedication, 
Um developing the skills and work ethic 
which | hope will be rewarding in a de- 
manding industry " 


Mark Vaughan 


Mark Vaughan, who at 27 1s the “old 
man” of the team, grew up on Pong and 
the Atari 2660 The Vancouver, British 
Columbia, native learned programming 
on the Apple It, but his chief love was 
video games 

After high school, Mark attended the 
University of Victona, where he took 
courses from almost every department as 
he attempted to find his “true calling in 
life ” In the end, he earned a bachelor of 
arts degree from Simon Fraser University 
(in Vancouver, BC ) 

It was Mark's father who opened the 
way to DigiPen His father showed him 
an article in the Vancouver Sun that was 
titled "Nintendo Opens Video Game 
School For Nerds" As soon as Mark read 
the article, he knew his future was 
sealed 


Josh Brown 


When Josh Brown was growing up in 
Lacombe, Alberta, he enjoyed watching 
his older brother beat people at video 
games more than playing them His fam- 
ily owned an Intellivision, an old 4-bit 
system it wasn't until Josh got an Apple 
computer that he began playing games 
himself. 

Josh, now age 20, says his life 
changed in 1986 when he first saw the 
NES. "I was awakened to cool new 
graphics, rich colors and exciting game- 
play. And game after game, Nintendo 
continued to amaze me, just when you 
thought it couldn't get any better than 
Super Marioor Zelda, Nintendo would 
release a sequel and 1t would blow you 
away." 

Because of his love of games, Josh 
began his college career studying com- 
puter science at the University of Alberta 
but found that he was not really doing 
what he wanted to do. "All that changed 
one day when my brother picked one of 
my old magazines out of my garbage for 
something to read and saw a litle article 
about a video game programming school 
in Vancouver" 


Extra Effort for 


Extra Credit 


One day last fall, Josh, Mark and Ryan trooped into 

Pen President Claude Comait’s office to pitch 
their idea for an outside project. The budding code- 
jockeys wanted to develop a real-time strategy 
game on their own, Teachers at many schools might 
be shocked by the idea of students asking for extra 
work, but Comair didn't miss a beat. "Certainly," he 


° replied. In fact, DigiPen may be one of the few 


schools on the planet where students regularly ask 
to do extra work, 

The first thing that Josh, Mark and Ryan had to 
do was sit down and plan their project. They devel- 
oped a production book full of details about the 
game's story, items and goals, They also developed 
atime line for producing the game. Such elaborate 

nis necessary when crafting one of 
today's highly complex video games, Gone are the 
days when a tone developer could write the code, 
do the artwork, compose the music and write the 
manual. Developing a game like Red Shift requires 
close cooperation by team members. Josh, Mark 
and Ryan worked day and night on the game for six 
months, It’s a good thing they like each other! 

The three students got lots of technical help. 
That's because Comair scheduled a DigiPen teacher 
to remain at the school every evening from § to 7. 
While students at many schools are eating dinner, 
shooting hoops or catching a rerun of Seinfeld, 
DigiPen students are getting help with frame buffers 
and C++ code, 

The three students conceived Red Shift as a real- 
time strategy game. This genre commands a small 
but fervent following among players who like plot- 
ting and brawling in equal measure, Real-time strat- 
egy games mix the high head-scratching factor 
found in turn-based strategy games such as Rise of 
the Phoenix, with lots of pulse-pounding action. In 
the bleak futuristic world of Red Shift, players must 
gather resources, build structures, manufacture 
weapons and send troops out on search and con- 
quer missions, all the while keeping a wary eye out 
for sneak attacks. Successful players have to think 
far ahead but be ready to pump up the adrenalin at 
the drop of a heat-seeking missile. Ya gotta be cool 
and collected, got it? 
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The Fearless Prototype 


Josh, Ryan and Mark definitely aren't the types who 
claim that the dog ate their homework After six 
months on the project, Team Fearless has ended up 
with a playable prototype that pits clan against clan 
in a real-time strategy game set in the not so-distant 
future Take a look H you were handing out the 
grades, how would you rate Red Shift? 
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The Red Shift Realm 


In the second half of the 21st century, a giant mete- 
or strikes the earth and destroys civilization as we 
know it The earth 1s now ruled by four clans, each 
competing for total domination 

Cult of Science: Worshippers of the fong-lost com- 
puter, these post-apocalyptic scientists have devoted 
themselves to war through science, rather than the 
science of war Using their technology to build mas- 
sive fortresses and enormous weapons, they choose 
brute force over strategy 

The Corporation: The remnants of a cruel interna- 
tional police squad, the Corporation has mastered 
stealth technology Their highly trained espionage 
squads capture and reprogram enemy units, making 
the Corporation a formidable foe against even the 
strongest enemies 

The Seed: Having shunned technology to develop 
magic, the members of the Seed do not rely on tanks 
and missiles Instead, they command demons and 
mps to do their bidding If they are lucky, soldiers 
captured by the Seed are offered as human sacri- 
fices Unlucky prisoners suffer a much worse fate 
The Gaia Revolutionary Army: Dedicated to re- 
building the earth, the members of the Gaja 
Revolutionary Army have mastered genetic eng)- 
neering. Though they eventually want to use their 
science to bring back nature, they must first use tt on 
themselves, creating an army of super soldiers to 
fight the evil cults that inhabit the Earth 


A World of 
Algae Eaters 


In order to win your battles and save the world, you 
must butld armies, develop new technologies, fortify 
bases, and feed your hungry men. After the great 
meteor strikes, the only food left on the Earth Is 
algae To keep your armies going, you will have to 
set up algae tanks to feed your men and post guards 
to protect your food supplies 


Construction 


In Red Shift, the most important unit is 
the Construction Yard. This is the team 
that builds the Barracks, Power Stations, 
and Factories that keep your armies 
going Protect your Construction Yard 
and keep it busy, If you don't, your ene- 
mies may eat you along with your algae. 


Once the Construction Yard's up and 
running, you can use it to build other 
structures, such es a Vehicle Factory 


Once players have established a Power Supply, 
‘they'll obtain a map that will display the areas 
‘they ve explored, it's a useful item. 


ver 


Players can t have soldiers f there's no place 
for tham ta stay, so they must construct 
Barracks first Each Barreck will halda 
certain number of soldiers 


Reconnaissance 


There's no telling what may be hiding 
nearby in unexplored territory. You may be 
near an enemy army or an entire enemy 
base You may also be near a rich supply 
of food and matenals. The only way to find 
out Is to send reconnaissance squads to 
map the area 

The battlefield remains blacked out in 
Red Shift until your men explore tt. Once 
they do, the landscape appears on your 
screen and you can look for supplies and 
enemy forces, 

A lone soldier can map an entire sector, 
but if he runs into the enemy, he's unlikely 
to survive. A large squad can survive a skur- 
mish until you send help, but don't send 
away too many men and tanks or you'll 
leave your headquarters defenseless 


Obtaining the Construction Yardis apnimary 
goal Players can't build any of the other struc- 
tures thay'll need until they have the yard 


Resources 


The key to winning every campaign ts 
using your resources wisely Don't waste 
materials building unnecessary 
Factories—you may need those supplies 
for repairs Prepare before attacking the 
enemy, and make sure that your build- 
ings are well defended. 

The best defense may be a good of- 
fense, but you won't have much of either 
if you run out of building materials or 
food 

ff you fall to. 
Manage your re~ 
sources wisely, 
your ewikzation 
will fail The 
enemy can 
easily wipe outa 
poorly managed 
compound 


Players can use the Vehicle Fectory to 
create velucles for various purposes, but 
they can tuse them until they're manned 
with soldiers 


Soldiers can t live on sand alone Players 
must canstruct enough Algae Tanks to 
feed al! of their traaps, keeping them fit 
for active duty 
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caer Since its Moscow release in 1985, Tetris 
Cuan ~ has swept across boundaries and created 


unsurpassed international puzzle 
hysteria. But the original game of falling 
blocks and all 1ts sequels were just 
training exercises for T & E Soft's... 


3-D Tearis 61 (996 T & E Soke Inc 
© 1996 Nintendo 
1987 Elorg, Terris 


T & E Soft’s new title isn’t Tetris as you know it {t isn’t a puzzle game for 
button-munching sissies. This (s a REAL puzzle game that requires the 
REAL brain cells of REAL, down-to-earth people Still reading? Good 
Then you have found your game Virtual Boy 3-D Tetris contains three 
different puzzle games using block shapes that are twisted or rotat- 
ed into a stack within a wire-frame structure 
catled the “weil.” The game 1s so versatile 
that it uses every button on the Virtual 
Boy controller A battery-backed 

save option not 

only saves both 

high scores and 


Pick the 3-D game you want to 3 names, but also 
play Drop the biocks for ahigh a m saves your progress In 
score in 3-D Tetris mode, or Puzzle mode, so if you're 


convert the tetrads at the top 
of the screen into the formula- really stumped on a level, you 
one race car at the bottom of can take a break and think about 


the well in Puzzle made your next move 
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In all three games, the 3-D action revolves around dropping block shapes, 
known as tetrads, in an orderly fashion onto the floor of a well. An empty well 
has five layers, or floors. A handy radar display on the right side of the screen 
shows players the contents of every floor from the bottom up. Stacking blocks 
sounds easy in theory, but tbings quickly become complicated. 
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Get a new perspective! 


As the games progress in levels, the tetrads begin to fall faster and faster, which means 
players have to keep a close eye on the action One of the best ways to do this is with 
the rotating perspective As the gamers place blocks, the well rotates on «ts base, Jetting 
players see alt the action from every angle. tf you de t Vt like the rotat 

Ing perspective (or you want to make things tough on yourself), you can. ? 
switch st off with a tap of a button * 


Five floors 

might seem hike 
alot ofroom to 
maneuver in, but 
if you mess up and 
fill the well incor- 
rectly, you'll lose 
room to play one 
layer at a time 


you remember that all you had to worry 
about was which way to spin and drop 

your block. These tetrads rotate, and 

you have fo think about your game 

strategy in a whole new way. 

Depending on the shape of the tetrad, a 
single block might have six different posi- 
tions, and one of them might be a periect fit. 


The onginal Tetris game had seven tetrad shapes, but 
all three modes of Tetris 3-D contain new shapes never 
before encountered in tight situations. Capitalize on the 
game’s third dimension by rotating and flipping each 
piece as it tumbles down the well Remember to think in 
three dimensions The easy levels of every garne start with basic 
tetrads, blocks with no corners, zigs or zags The pieces 
become more complex as you progress though the levels and 
plunge down the weli faster than a truckload of cinder blocks, 


The object of the Center Fill game is to drop tetrads symmet 
around the center square of each well layer, and after the floor is 

1 nearly complete, to drop a block into the center square. When the 
tetrad hits the center hole of a complete layer, the floor is cleared and 
points are scored. Blocks dropped in the center of an incomplete layer 
are vaporized. 


Middle Square Mania 


Center Fill mode has three styles of play 
Type A allows players to complete as many 
{ levels as possible for a high score Type B Is 
f similar, but the lowest well floor contains: 
random obstacle blocks Clear It, the third 
Center Fill game, has individual stages 
_ made up of ten floors per stage In all three 
games, players can pick and choose their 

blocks, vaporizing unwanted tetrads on ¢ 

center square 


When time 
altows, examme each 
block and determine where it 
can fit to score maximum 
points The secret to success is 
Jeaving na tetrad unturned 


The More 
Points the 
Better 


‘As the Center Fill game progresses, complex tetrads begin to fall faster 
than raindrops ina thunder storm The trick to naifing a 

to clear your blocks perfectly at the beginning of the game and then 
to tty to hang on as the levels progress Thankfully, 3-D Tetris has a 
user-friendly button configuration that 1s easy to master Spinning and 
rotating tetrads become second nature, fetting you immerse yourself 
In a Virtua! world of tumbling blocks 


LE) @ snteivo rower 


3-D TETRIS ") 


Bir. 


Virtual Boy 3-D Tetris is just like the original Tetris game, but you must 
place the pieces in a three dimensional environment. Each time you fill 2 
floor of the well, the blocks are cleared and you score a brick load of 
points, Clear all five floors at once to add 10,000 
points fo your score. If you fill the well, the floor 
will begin to collapse layer by layer. 


AO8 TVALUIA 


Outside in 


If you’re looking for a new high score, try lay- i, 
enng blocks along the perimeter of the well, | x 
keeping a space open at the center When the 

layers are four deep, place a tong tetrad (the same shape 
you used to score a tetris in the two-dimensional game) 
in the hole you left in the center and clear all the floors 
atonce This strategy 1s easier to explam than tis to mas- “ 
ter, but if you keep your floors flat and the outer perime- 
ters full, you'll see higher scores every time 


Tumand rotate 
each block unt! you 
have left ahole in 
the floor that is sev- 
erallayers deep 
Drop along tetrad in 
the hole and clear 
several layers at 
once 


os 


Mere 
Child's Play? 


Stacking blocks might seem like a basic skill, but if you've ever layed a Tetris 
game, you already know that the action gets fast, furious and highly addictive as 
the levels progress In past Tetris games, you raced to build a seamless wall with 
an assortment of blocks Now you're building perfect cubes in a tight well, 
which requires a new dimension of thinking. You need to consider height, width 
and depth Of course, if you were one of those unfortunate kids who had thei 
Game Boys stolen by their Tetris-mad parents, you might want to hide your 
Virtual Boy system under your bed and remind them who they bought it for 


Puzzle mode is undoubtedly the toughest and most innovative game in 3-D Tetris, 
and once you figure it out, you'll be back for more. The object of the game is to 
reproduce a shape with a limited inventory of tetrads. Like the first Tetris game, 
the premise is easy to learn but tough to master, and you'll find this game only ina 
3-D environment. 


Ul, L Www GG FA 


appears and you must reproduce 1 from the ee 
top of the screen. Examine your tetrad in 


be able to identify the shape as it 
In an animated sequence 


What sit? Complete the 
puzzle layer by layer Partot 
‘the fun of Puzzle Mode is 
discovering what you made, 
You I! get the answer when 
you successfully complete | 
the puzzle 


There area few blocks remaming in 
your inventory Rotate theminto 
a and complete your puzzle 
If the blocks don’t fit, try to figure 
out where you messed up 


SS 


With few exceptions, all the block puzzles through Stage 
44 canbe successfully completed by bulding alayer at a 
time Building layer by layer makes the game easter 


° Plus ‘ 


Line up your foundation blocks on the highighted squares 
on the well floor Keepin mind that if a block lands out of 
place, you will have to start the stage over 


4 


3D TETRIS 


Improvise! 


Sometimes you will need a certain 
tetrad to complete your puzzle, but 
your inventory won’t have the piece 
you need. One trick 1s to improvise 
You can bulld the shape you need 
by combining two or more 
tetrads If you stil can’t find a 
solution, try flipping and 
8 spinning the pieces a new 
on e perspective may solve your 
= ® | dilemma, 


This four-square tetrad ts a tough 
fit, butif you spin it 90 degrees, it 
will land as two double-black 
tetrads Improvisationisa critical 
skill for progressing in VB Tetns. 


Flip It 
As It Falls! 


Even if a tetrad looks impossibly out 
of place, try rotating the piece sev- 
eral times and looking at it from 
every perspective You might find a 
solution fo your problem from a dif- 
ferent angle Remember that some 
blocks break apart as they make 
contact with the stack, allowing you 
to move the tetrad iragments to new 
locations. 
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Griffey chats! Fens from Boston to San Berqaisd ed. onsoAmeriee Oiiline SG 
eStege one night in late Jenuery to ite qgestions at Ken Griffey Jr. It wes the biggest 

turnout fora sports celebrity on AOL— ever'Griffey gave his opinion on everything from 

Growing Up es the son of a big-league star jo his upcoming Super NES game, Ken 


“Jr's Winning Run. The event capped two Hugy days in San Diego, where the te 


whizzes at Angel Studios were cepturing the Genterfielder's patented swing for a ¥ 
coming Nintendo 64 title. ‘ 


JOG a, 


+g Log ents Anvorica Onime, Glick on the Center 
+1 Stage icon, then click on the event you want 
fo enter. 


@® _wurenoo rower 


Eager to query their hero directly, fans hurled thousands of questions at Griffey,dur- 


ing the hour long event. Since not even a Golden 
that many questions, Geoff Rainville (GRainville}, 
America Online, helped out by moderating the event. 
at Angel Studios right next te the MOCA foecion ca 


making a 


GRainville:“terteS and gentlemen- 
we're thrilled today to have Ken Griffey 


Ir with us for this on-line event Reni 


tight now crashed on a cought Feading 
over my shoulder We hava Jennifer type 
ing for him But he 1s willis trying to 
get comfortable Send yqut questions to 
the Interact area, and Weaivamswer a5. 
many as we can, : 

Question: 's Ken Griffey Je HEREt22 
Griffey: Where else would "Bee 
Question: Why don’t you wave oF 
smile at the fans when you walk To your 
car after a game? 

Griffey: After being. the Wailpiirk 
from 2 pm to 1}peand [considering 
the] numerous, threats 1 have received 
over the last few years, teisking OF hard. 


look wio's talkieg 


America Oeline showcases the celebrity 


who's currently on stege. 


one Se 


e’Come out Ina very cheer 
matter if we win or lose The safety of 
myamily 1s very important so $ fave to 
do as much as | can to pretece them | 


"keep your eye on the. 
ball and have fun. Its’ 
“© just a game." 


Question: Which stadium do you like 
fo play in the most? And why? 
Griffey: | like any stadium that I hit a 
home run in 

Question: How do you like playing 


tell me more 


You can fint previews of events hy clicking 


oa the schedule isting 


ve winner like Griffey could field 

runs Nintendo Power Saureeon 
e two huddled around alaptop 
e) stagelwhete)Griffey was 


ley's favorite Killer Instinct 
ers who couldn't make 


It can be tough sometimes, 
up with the game and | real- 
| can’t think of doing any: 


false Me 
Griffey, | am 10 years 
rade You are the sub- 
phy report | was won- 
ir plans after baseball? 
ly I can get my hand) 
ch or better so when 
iome golf and fish 

Do you have any 
person on how te hit 


dering about y 
Griffey: Hope 
cap in golf to sq 
[retire | can play 
Question: Ke 
advice for a you! 


Speak uy 


Discuss what's happesing with other peo- 
plein your row. Simply type ¢ commeat into} 
the spece at the bottom of the screae. 


Angel Studios has wowed audi 
ences worldwide with dazzling 3-D 
effects in flicks like Lawnmower 
Man. At last fall’s Shoshinkai show 
in Japan, game players oohed and 
aahed at the eye-popping graphics 
for Buggie-Boogie, Angel’s upcom- 
ing off-road funfest for the 
Nintendo 64. With such expertise, 
Angel was a natural to do the 


motion-capture for Ken Gri 
Nintendo 64 game. Griffey gots wired / 


home runs? Any tips? 
Griffey: Swing hard in case you hit it 
(laughs) Just keep your eye on the ball 


and have fun. It’s just a game y 


GRainville: (We've been analyzing 
your swing here at the motion capture 
[studto], trying to get hints!} 
Question: Mr Griffey, What do yau: 
think of the possibility of interleagu®, 
play in the 1997 season? 

Griffey: It gives me the chance to play 
in ballparks that | have never played in 
Question: How's the hand, Junior? 


(Editor's note Griffey broke his han’ 


chasing a fly ball last May) 
Griffey: (The) hand ts fines, haven't 
started hitting yet, but | will be doing 
that sometime next moath = 
Question: Griffey what was yous 
biggest thrill? 
Griffey: Playing with my dad Because 
no matter what I have done or [will] day 
{they|.ean’t take away the fact that we 
werd the first father and son To play 
_ together in the big leagues].. ~” 
Question: | am your favorite fais, lit 
give you my addrtss, Will you sea me 
an autograph? 
GRainville: Go to the Nintend@ area,: 
Whd there's an address for the World 
Wide Web page for the Mariners. They 
have a fan club for Griffey there. Or go 


"| would like to play 
until they tear the 
uniform off me.” 


t 


An enginger must recalibrate Griffey’s 
high-tech suit each time he puts it on. 


straight to www. Mariners com 
Question: How old were you when 
Vou first started playing baseball? 

Griffey: Organized sports | was 10 
11, but [I] Gsed*to. go in the backy 


"_.the new game i 
ter than the old of 


with ™ da 
younger 
Question: How 
future Hat! of Fa 


he end of my career, if 
mes, then | will be 


jo you feel pressure 
e et bat, Mr. Griffey? 
The reason why 1s that 
believe in yourself. The 
‘on yourself, {the 


Wear Wires On 
a wetsu@ike outfit And I’ve got the 
photos toprove It 
Question Ken, how old are you? And 


how mudi longer would you like to 
play? : re = 
Griffey: | am 26. And | would like to 
play until they tear the uniform off 


on the hall 


The hig boll suspended from the ce 
emits 6 magnetic field thet can pick up 
Grilfey’s tiniest mavements. 


ike my dad. 

Mbestion: Griffey, do you have any 
advice for a 5%" right fielder, who ts 
called “Too Sheri"? 

Griffey: Baseball players are not 
always big)It is what you do with your 
size thatscounts 
Question: Ken, | was wondering tf you 
all of 2 sudden got good or if you 
have been a great baseball 
player your whole Iife? 
Griffey: | just go 
out there and play 
and do my job 
the best way | 
know how 
Question: 
Who ts 
your 
favorite 
player 
in the 
majors? 
Griffey: 
Kirby 
Puckett 
Question: 
Ken, I was 


day? Thanks a 
Good luck this year 
Mariners! 

Griffey: | played like a normal kid, 
every day, all day, until my mom called 
me In to eat 

Question: Are you good at any sports 
other than baseball? 


Go 


a 


| pom 


Griffey hes many different swings, 
depencing on whether the pitcher is 
Init- or mght-handed, the ball/strike 


An Angel Studios nnginnnr watches 
Griffey’s swing on a Silicon Graphics 
workstation 


oe iat 


Acutting-edgs sports geme springs 
from humble beginnings. 


‘count and the pitch that’s thrown. 
swing city / Monitoring thn msults ff ection! roll ‘am fo 


Griffey: Video games 
Question: Greetings! Is the new 
[Super NES] game better than the old 
one? 
Griffey: Yes, the new game 1s better 
than the old one We have new tech- 
nology, better graphics! 
Question: What Is your favorite 
Nintendo Game? 
Griffey: Killer Instinct. 
My favorite character 
1s Glacius 
GRainville: 
(He’s trying to 
LN talk us out 
\ of a_Kt 2 
areade 
game 
Tight 


cenirol over | have! 
yselfin the positio; 
s of records. 

ard that youwai 
Jeaye. the. M@lindts because y: 
afraid of being overshadowed by Big 
Unit [pitcher Randy Johnson]). Is this 
true??? ew 


got 10 put 
break those 


Griffey: | have never been afraid of 
being overshadowed When | was a 
rookie, | was overshadowed by Dave 
Valle, Harold Reynolds and Alvin 
Davis 

Question: Will you be coming out 
with a [new] KGJr Presents Major 
League Baseball [for the Super NES|? 
Griffey: Yes It’s called Ken Griffey Jr's 
Winning Run 

Question: Ken, what is it like doing 
{motion capture] instead of baseball? 
Griffey: It’s almost like playing based 
ball A lot of hurry up, then wait 
Question: What was 1t like to.Seore 


id, every day, all day, 
until my mom called me 
in to eat.” 4 


game [5 of the AL playoff serie 
Griffey: It was a lot of fun You dream 
‘of scormg the winning run in any 
ue, any level and got a chance 

it when le World was 


ing gf going to 


thoughts about the school? 
Griffey: Well, | went there 9 years ago, 
and | don’t know what it’s like now But 
it was a good school then and you can 
get a good education there 

Question: Are you nervous Ken? 
Griffey: No, | am not nervous about 
being on-line 


Question: 
league play 
Griffey: 

in other st 
played in 
Questia 

like to a 
baseball. 


Fat do you think of inter- 


eS MeteachaNas play 
ides thakelawe peibr 


em, my sor@aviglwould 
Pat Ngielikestast about 


f te gayoot there and play 
BVediways wanted to play 
‘AY Job | don’t even con- 
b-because of the fun that t 


E Tell us more about the 
ve done with your video 


get to have my swing ana- 
axe minor adjustments on my 
have a tot of fun. 
Im: Does Ken 
2 

Yeah, | like the Seahawks | 
w a few guys on the team | 
pt to try out! 

lle: We have time for one 


like the 


: Hey Ken, how did you feel 
Indians beat you. er, the 
In the America gue 


been working on and all sorts of 
things Sorry we couldn't answer 
111 So long everyone 

Galley: Thanks a lot for everyone 
being here and have a good mght. 


————E 


Welcome ta this edition af | 
h ition af Yashis 
ape eee Vm Yoshi, Filling in for 
ng ashi. Tonight, we j 
veritoble rogues gallery that has its ae 


ing aur once-peaceful island paradise 


The menocing Mogikoopo, Komek, hos 


tronsformed twelve of our islond’s ee 

into slimy, squidgy monsters. These Le 

loins now pose 0 threat to Yoshies Gh 
Here with o live report is Yoshi. Yosh ? 


We've s 
posted on AYB (All Yoshies Ste 
Bulletin) for these molefoctors. We've pro- 
vided locol outhorities with oll the infarmotion 
we hove on them, ond we've included o list of tips 
ond tricks for defeoting and opprehending them on ; 
the bock of this month's poster. Pull out this / 
poster ond ploce it in o prominent place a 
in your home. - 


These villoins ore consid- 
rhe seh i erous, $0 USe 
oll your Yoshi obilities to protect Renortin 
_yourselves ond baby Moria. / Vive for Yoshi's 
Be T Islond’s Most Wonted, this 
is Yoshi sare so long and 
good luck! =.“ 
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ZELDA AND 
SIMCITY 
RETURN 


he classic series of Super NES i 
games from Nintendo will start i 


showing up in stores within the 
next few months. Epic gamers should 


rejoice, because this means that two of the 
best epic games for the Super NES will 


soon be back in production. Legend of | 


Zelda’ A Link to the Past and SimCity both 
sold out in the United States and have been 
nearly impossible to find for the last year A 


Link to the Past, one of the finest adventure { 


games of all time, was the brain-child of 
Shigeru Miyamoto and features live action 


battles and endless action puzzles SimCity 
for the Super NES continues to be the ulti- 
mate simulation for creative gamers. If you 
missed etther of these classics in the past, 
don’t make the same mistake twice They 
are worth every gald piece 


ENIX FANS 
SPEAK OUT 


few months ago, Epic Center 
A asked RPG fans to write in and 

express their thoughts about the 
temporary closing of Enix in Amentca and 
the consequences that action would have 
for the RPG community We are happy to 
report that, whereas Enix may have doubts 
about the potential American RPG market, 
your Epic Center editors have seen an out- 
pouring of support for these games 
Hundreds of letters flooded into Nintendo 
and even mare messages were sent to us at 
WWW NINTENDO.COM on the Internet 
What did they say? Almost everyone was 
upset that Enix was out of the picture and 
they wondered about the future of games 
such as Dragon Quest Vi and Tactics Ogre 
Several interesting questions were raised in 
these letters that we would like to answer 


“{ have been wasting for Dragon Quest VI for 
two years! Please find someone to publish it in 
the US if Enix will not How much can it cost 
to simply translate the text messages to 
English © Michael Whinthan, Troy, Michigan 


Michael brings up a good point What 1s 


* the cost of translating a game from 


Japanese to English? Consider that you 
must pay a writer, translators and pro- 
grammers to make the changes and that the 
process can take several months For 
instance, Nintendo spent about $50,000 
Just for the game translation of EarthBound. 
And when you add in the packaging, mar- 


keting and production costs of a transla- 
ton, you end up with a much higher figure 


“Ibis patently unfair that all those games that are 
being released in Japan will never make itto the 
United States We have to put up with two 
years of hype, then two years of excuses and 
delays. “ Michael Valvano, Dawe, Florida 


Michael's frustration is felt by all American 


. RPG fans It does not seem fair The ridicu- 


lously long development time for DQ Vi 


4 was even noted by Mr Yamauchr, the pres- 


ident of Nintendo, during his speech at last 


z year’s Shoshinkar As for all the games that 
are coming out tn Japan, one must keep in 


mind the numbers. Japanese consumers 


i have proven that they wrll purchase mil- 


lions of copies of a good RPG Americans 
haven’t Clearly, we have to expand our 


F epic gamer base so that it is economically 
> feasible for publishers to release transta- 
} trons in the United States 


“i'm now 76 years old {| may not five long 
enough to see Dragon Quest Vi unless someone 
takes action soon“ Edith Jeter Puyallup, WA 


If this letter doesn’t demonstrate the 
; remarkable nature of RPGs, nothing does 
> These games are loved by gamers of all 


i 


ages and walks of life They involve entire 


? families, like Edith’s, and they become a 


part of our lives To all of you who wrote 
in to Epic Center, we thank you Your 
comments have been noted and all the 


: letters in support of DQ VI have been tal- 


lied and that figure has been sent on to the 
evaluation department at Nintendo of 


* America But this is just a single, small 


step What will really turn things around 15 


_ for all of us to involve more players with 
: the epic category of games Word of 
: mouth 1s sttl] the best way to let people 
| know about great games and to create 


demand, so don’t be shy. 
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Role Playing is hav 


ture takes place in a 3-D, three alt 
view world that pulses with Mario 
and his friends mingle with mushtoor 
citizens and Bowser’s Koopa cronies plus a bevy 
of bouncing baddies from beyond the Mushraom 
Kingdom It all takes place inside a 32-megabit 
Game Pak powered by Nintendo's SA-1 chip But 
if you're looking for the fantasy battles between 
noble warnors and evil sarcerers like those found 
In most RPGs, forget it. Mario 1s Mario-as brash 
and bouncy as ever He jumps on blocks, search- 
es for hidden coin boxes, throws fire balls at 
Goambas and solves action puzzles with dogged 
determination. Square Soft-the maker of classic 
RPGs such as Final Fantasy Ill and Chrono 
Tngger-developed the game in Japan with guid- 
ance from Shigeru Miyamoto Even when Square 
used regular RPG tdeas, they included some 
action element to keep things hopping The mx 
works Super Mario RPG truly is a game that has 
something for everybody It’s fun, it’s innovative 
and the graphics rival the best from Rare 


NINTENOO POWER 


) 1995 Nintendo/Squere 


‘Super Mario RPG combines many of the best parts of 
traditional RPGs and platform games. Square 5 Final 
Fantasy series was the model for the battle sequences 
while the tradition of Super Mano Bros games demand- 
edalot of action 


we 


Mano runs and jumpsin his new, 3-D world, searching for 
hidden items and some great surprises 


Burt was just a shy forest dweller until Kamek came along 
and transformed him into the burly bulk he is today, A 
change in size didn’t mean a change in heart, though, and 
he'll only make « few feeble attempts to stomp on you. 
You'll be able to avoid tis attacks easily by crouching in 
the gap in the floor Pelt poor Burt with a half-dozen eggs, “Wi _e: 
and he'll hightail it back to his quiet home tn the country. An Egg Plant will provide eu with aready 


oe ~ supply of eggs, but you'll have ta coma P = a 
‘out of your hiding place to retrieve them . . ¥ cabins 


The second slime in Kamek’s Ick Parade 1s a not-so-sweet sap named Salvo, 
and he won't wilt as easily as Burt did. It will take just four hits to make him 
melt away, and he'll shed a few gallons of goo with every hit Be careful, 2 
though, because the lighter he gets, the faster he'll slurp around the cham- 27 
ber You can scoop up the Lemon Drops he sheds and turn them into eggs, 
but if you get slimed by one, the impact will knock baby Mario off your back 


If you're not careful, Salvo will knock yousnto the lava pit 
my You'll be safe enough on the far left side of the chamber 


y 


- Stel if this is Bigger 
df you face this surly specter head-on, he'll 


Boo, we wouldn't 


cover his eyes and pretend you're not there with Biggost Boo! 
We don’t know if it’s the power of wishful dust be patient, and 
+ you'll ta deflate this 


thinking or what, but your shots won't harm him 
when he’s like this. As soon as you turn your 
back, though, he'll swoop in for the kill, and this 
1s the only time he’s vulnerable You can tag Bigger 
Boo’s bod by angling your shots off the walls. If you run low on eggs, wait 
__ fora bat to flit by Just a fick of your tongue, and you'll be back m business! 
BPO 


ghostly guardian 


The ghost of a potted plant? We know that plants and flow- , 
ers are marked “penshable,” but this 1s too much! Just be 
careful that you don’t perish as you dodge Roger’s oh-so 
sharp teeth and fiery breath Roger and his 
Shy Guy pals will Iiterally try to push 
you over the edge into obhvion, so 

it’s only fair that you retum the 
favor. Roger will take an oocasion- 
al breather, and that’s the time to zip forward and 

push against the pot with all your Yosh might 


When push comes to 
shove, only the 
strongest will sur- 
vive this sinister con- 
fest Your eggs are 
useless, so don't 
even try touse them. 


— tt 
| 


Kamek’s shrinking spell has made you a nutritious part of Prince 
Froggy’s complete breakfast! What are you going to do now? 

Improvise like heck! Prince Froggy follows his Yoshi appetizer with 

a main course of Shy Guys. Collect the Shy Guys as they fall and 
shoot His Highness in the uvula, the red, balloon-like object at the 
back of his throat. You can avoid the drops of stomach acid that rain down if prince Froggy will have hadit 
you stand right below the uvula. This is also the perfect spot for collecting Shy up to here by the time you get 


if 2 through with hm Does any- 
Guys, and you'll have a clear shot at your target as well body have any bromo seltzer? 


- 
aval Piranha 
Naval Piranha 
) 

ui} u i Kamek’s sorcery strikes again, this time trans- 

forming an ordinary Piranha Plant into the net- 
tlesome Naval Piranha This voracious vine has 
an “owie” on him the size of a school bus, and 
this 1s the spot you should aim for You'll have to 
bounce your eggs off the walls to get the right 

angle on your shots, and it will be tougher than = aura et oat coe 
it looks at first Jump and hover to avoid Naval'’s charge attack, and grab the These aeaoat tovat 
Nipper Plants to make more eggs One touch from Naval’s thomy hide will set t@ touch! 
baby Mano to crying, and we wouldn't want that, now would we? 


7. | Marching Milde: 


Naval Piranha sheds Nipy 


Mild she may be, but this happy-go-lucky hussy won't let 
an errant dino and a fussy baby get the better of her. Eggs 4 
bounce harmlessly off her hide, so you'll have to 
approach this battle from a different angle—irom above! 
Stomp on her head to split her into two Mildes. Keep [i 
splitting the resulting pieces 
until there are no more Things 
will get preity crowded before 
that happens, so make like a traf- 


Marching Milde 4 
1s truly a “mar- 
sh-mellow,” but 
don't let her sunny 


fic helicopter and stay above the disposition 
congestion. Though the Mildes can’t fool you 
She'll walk 
hurt each other, bumping into one of them all over you if you 


wilt certamly result in an injury col- tether! 


lision for you! 


= 


This curmudgeonly Koopa had breakfast with Prince Froggy, 
and he may have eaten a few tco many eggs! Wait until 
Hookbill is standing up, then quickly shoot him four 


— times in the head to knock him over Your goal is 
es 


not only to upset him, but his stom- 
Al 


ach, too! While he’s lolling help- 
less, stomp on his tummy. When 
he struggles to his feet, jump up iad 
on his head as fast as you can tous batt 
and collect the eggs that dribble us st 
from his mouth ff you repeat enough, H 
this procedure three times, won't fall 
Hookbit! will decide that giv- qin 
Ing up 1s better then spitting up! 


world of 


Sluggy Is not the best groomed slimeball in the world, but he knows haw to make | 
big impression You'll have to make an impression on him, or rather in him, if 
you want to survive! Take aim at Sluggy’s hirsute heart and let fly 
with an egg barrage His skin Js very pliable, and it will take sev- 
eral shots to break through to his squishy center. If you don’t | 
fire fast enough, his skin will repair itself in a matter of sec- 
onds When you run out of ammo, sun left to the Egg 
Plant for a quick reload Four hits to his heart witl send j 

}) him to the emergency ward! 


Sluagy squishes on 
, slowly andrelent- 
lessly If he reaches 
p the left edge of the 
atea, he'll slime you 
but good and push 
you off the ledge 


Ee 


This starlit showdown will have you crying, “Nevermore!” Kamek has transported you 

and his midnight minion to a satellite high above the Earth’s surface. Raphael will try 

to turn you into a shooting star with his fireballs, and his claws allow him to grip the 
o ~ globe and run across its surface with dizzying speed Jump as 
ia Wg, 8007 2s you see a hint of sparks or a suggestion of movement The 
Bee only Way to turn the tables on this taloned terror 15 to stomp on 
{the spikes, punching them out the other side of the globe If your 
tuming Is right, you'll trip him up. 


‘Make sure thet Raphael is standing exactly Opposita 
)} when you stomp on a spike, or your attack won't wor! 


You won't find a “Red Nose” in the pages of aa ny Wildlife 
magazine, but we can tell you everything you need to | 
know about this sinister species Take the tndirect | 


Tap-Tap’s feet to reveal a lava pool When the hole j | t i pr eee cores ot hay 
<a Js large enough, use your eggs to topple him into | above Visit them 


the fiery cauldron The usual routine of duck 4 

——) and cover, jump and hover should keep you out 

of harm's way, and though your eggs won’t hurt Tap-Tap, they'll keep him at load! 

bay As the blocks begin to disappear, Tap-Tap’s antics turn frantic, so keep moving. 
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It’s time for Baby Bowser’s nap, but there’s no way he’s going down without a fight! Use your 
stomp ability to send npples across the nursery floor The shockwaves will upset more than the 
furniture, and three hits will actually make things worse Once Bowser realizes that he’s not 
really hurt, he’tl bounce back, whinter than ever. As the castle begins to crumble, wait on the 
far left side of the screen to avoid the two huge boulders Once they land, jump to the chunk of 
floor that remains at the center of the room. Dodge Bowser’s fireballs and grab whatever eggs you can 
| Shoot Bowser’s mouth three times, then leap back to the left to avoid two more boulders Keep shooting 
Bowser in the mouth until he’s counting sheep! 
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Burt was just a shy ee rreley until Kamek came along | 
and transformed him into the burly bulk he is today. A 
change tn size didn’t mean a change in heart, though, and 
he'll only make a few feeble attempts to stomp on you 
You'll be able to avoid his attacks easily by crouching in 
the gap in the floor Pelt poor Burt with a half-dozen eggs, ' 


and he'll hightail it back to his quiet home m the country. fe Egg Pine will provide you ou witha ready 
ve —— et supply of eggs, but you'll have to come 
tid & 7 ‘out of your hiding place to retrieve them 
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The second slime in Kamek’s Ick Parade 1s a not-so-sweet sap named Salvo, 
and he won’t wilt as easily as Burt did It will take just four hits to make him 
melt away, and he'll shed a few gallons of goo with every hit Be careful, 
though, because the lighter he gets, the faster he’ll slurp around the cham- 
ber You can scoop up the Lemon Drops he sheds and turn them into eggs, 
but if you get slimed by one, the impact will knock baby Mario off yourback 
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; 
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If you face this aa Pecic? “head-on, he'll 

cover his eyes and pretend you're not there 
We don’t know if it’s the power of wishful 
thinking or what, but your shots won’‘t harm him 

when he’s like this. As soon as you turn your 
back, though, he'l! swoop in for the kill, and this 
is the only time he’s vulnerable You can tag Bigger 
Boo’s bed by angling your shots off the walls If you run low on eggs, walt 
ee (O a bat to flit by Just a flick of your tongue, and you'll be back in business! 

a “ 


The ghost of a potted plant? We know that plants and flow- 
ers are marked “perishable,” but this 1s too much! Just be 
careful that you don’t perish as you dodge Roger’s oh-so 
sharpteeth and fiery breath Roger and his 
Shy Guy pals will literally try to push 
you over the edge into oblivion, so 
it’s only fair that you return the 
favor. Roger will take an occasion- 
al breather, and that’s the time to zip forward and 
push against the pot with all your Yoshi might 


Kamek’s shrinking spell has made you a nutritious part of Prince 
Froggy’s complete breakfast! What are you going to do now? 

Improvise like heck! Prince Froggy follows his Yoshi appetizer with 

a main course of Shy Guys. Collect the Shy Guys as they fall and 
shoot His Highness in the uvula, the red, balloon-like object ai the 
back of his throat You can avord the drops of stomach acid that rain down if 
you siand night below the uvula. This ts also the perfect spot for collecting Shy 
Guys, and you'll have a clear shot at your target as well. 


—, mae iii 


Kamek’s sorcery strikes again, this time trans- 
forming an ordinary Piranha Plant into the net- 
tlesome Naval Piranha. This voracious vine has 
an “owie” on him the size of a school bus, and 
this ts the spot you should aim for. You'll have to 
bounce your eggs off the walls to get the right 
angle on your shots, and tt will be tougher than 
it looks at first. Jump and hover to avoid Naval’s chatge attack, and — the 
Nipper Plants to make more eggs. One touch from Naval’s thomy hide will set 
baby Mario to crying, and we wouldi’t want that, now would we? 


Naval Piranha sheds Nigpél , 2 . : to turn you into a shooting star with his fireballs, and his claws allow him to the 

a Spores that float down =| “ 4 ys 5 2 Ln al 
. sprout into Nipper Plants: L 
If you're nat careful, Salve will knock you into the lave prt These are goad to eat | t * soon as you see a hint of sparks or a suggestion of movement. The 


aeeg R Si ERED You'll be safe enough on the far left side af the chamber 


dust be patient, and 
) you'll ta deflate this Mild she may be, but this Re ges luckey hussy won't let 
an errant dino and a fussy baby get the better of her. Eggs 
bounce harmlessly off her hide, so you'll have to 
approach this battle from a different angle—from above! & 
Stomp on her head to split her into two Mildes. Keep 
splitting the resulting pieces 
until there are no more. Things & 
will get pretty crowded before Figg — 
that happens, so make Itke a traf- § ‘ 
fic helicopter and stay above the 2 
congestion. Though the Mildes can’t 
hurt each other, bumping into one of them [psd 
will certainly result in an injury col- Uj 


don't tet her sunny 


When push comes to 


strongest will sur- 
vive this sinster can- 
test. Your eggs are 


even try touse them. This curmudgeonly Koopa had breakfast with Prince Froggy, 


and he may have eaten a few too many eggs! Wait until 
Hookbill is standing up, then quickly shoot him four 
times in the head to knock him over Your goal 1s 
not only to upset him, but his stom- 
ach, too! While he’s lolling help- 
less, stomp on his tummy. When | 
he struggles to hrs feet, jump up 
on his head as fast as you can 
and collect the eggs that dribble 
from his mouth. If you repeat 
this procedure three times, 
Hookbill will decide that giv- 
ing up is better then spitting up! 


Prince Froggy will have had it 

y tohere by the time you get 
through with him Doesany- 

body have em broma seltzer? 


| Slugsy ts not the best proored shmeball inthe worl buthe knows how to make 4 


‘ou want to survive! Take aim at Sluggy’s hirsute heart and let fly 
with an egg barrage His skin 1s very pliable, and it will take sev- 
eral shots to break through to his squtshy center. If you don’t 

fire fast enough, his skin wall repair itself in a matter of sec- 


| Sluagy squishes on 
slo 


him to the emergency wardi 


yi Plant for a quick teload, Four hits to his heart will send q 


eS 3 _ you off the ledge. 
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Thus starlit Epoudon will have you crying, “Nevermore!” Kamek has transported you 
and his midnight minton to a satellite high above the Earth’s surface. Raphael will try 


globe and run across its surface with dizzying speed Jump as 


only way to turn the tables on this taloned terror is to stomp on 
| the spikes, punching them out the other side of the globe. If your 
fiming ts right, you'll tp him up: 


~,_| Make sure that Raphael is standing exactly opposite 
y when you stomp ona spike, or your attack won't wark, 


You won't find a “Red Nose’ in on pages a any y wildlife 
magazine, but we can tell you everything you need to | 


a | 
Tap-Tap’s feet to reveal a lava pool. When the hole @ Egg Plants onthe platforms 
is large enough, use your eggs to topple him into "© fy above Visit them 


the fiery cauldron. The usual routine of duck Mat toreplenish 
Ses5’ and cover, jump and hover should keep you out ‘ Saba 


of harm’s way, and pee yeu eggs won't hurt ia Tap, they'll keep him at load! 
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"—2y Le. 


l’s time for Baby Bowser’s nap, but there’s no way he’s going down without a fight! Use your 
stomp ability to send ripples across the nursery floor. The shockwaves will upset more than the 
furniture, and three hits will actually make things worse Once Bowser realizes that he’s not 
really hurt, he’ll bounce back, whimer than ever. As the castle begins to crumble, wait on the 
far left sicle of the screen to avoid the two huge boulders. Once they land, jump to the chunk of 
floor that remains at the center of the room Dodge Bowser’s fireballs and grab whatever eggs you can 4 
Shoot Bowser’s mouth three times, then leap back to the left to avoid two more boulders Keep shooting 

Bowser in the mouth until he’s counting sheep! 


Watch yd tum 
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wily and relent- 
{ lessly If he reaches 
| the left edge of the 
area, he'll slime you 
but good and push 


Thera ore ‘acouple of handy 


The incorngible Bowser, King of the Koopas, has done 
itonce again He has snatched Princess Toadstool away 


fram her home and imprisoned her in Koopa Castle 
When will he ever learn? Mario, catching wind of this, 


rushes to the castle and engages the big brute in battle 
But defeat 1s snatched from the jaws of victory when 
Smithy, a giant sword, crashes through the Star Road high 
above the world and plunges straight down into the cas- 
tle Mario, the Princess and Bowser are flung far apart by 
the impact When they pick themselves up, they find that 
the world has changed, and not for the better Marto begins 
his journey to set things right by gotng to the Chancelfor of 
the Mushroom Kingdom. There, he meets Mallow, an 
orphan who wants to find his true family The two com- 
panions head off to find the Princess and they meet 
Geno, a mysterious entity who must collect the 
seven star pieces that fell to earth after Smithy 
plunged through the Star Road Eventually, the Princess and Bowser 


join Marto’s party, but unless the damage is reparred, no wishes will 


come true and the Mushroom Kingdom will be doomed 
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The adventure begins 
on ahighnote with, 
Mario and Bowser 
battling it out ona 
chandelier in 
Bowser's Castle 


4s) MARIO’S WORLD 


The road back to Bowser’s Castle (and the ultimate 
confrontation with Smthy) may be a short one, but 
the journey takes many twists and turns as players 
seek out the seven lost Star Pieces. it’s not all one- om 
way, either Players can return tg towns to buy 

items, weapons and armor, of step back to a 

previous course where 
coins can be collected 
easily or Experience Points can 
be built up quickly As for vari# 
ety, Mario must master all sorts 
of terrain, from the Goomba 
infested forest of the Mushroom 
Kingdom to the haunted hold of 1 : 
a sunken ship. Enemies seem to AfterSmithy falls, Mario ~ 3 
pop up everywhere, but if Mario fe une pipe of 
builds up his Experience 
Points like a good 
plumber, he'll be more 
than a match for them 
Puzzles may be found in 
many courses and 
Mario’s prowess at 
jumping often plays a 
part in their solution On 
this page, we highlight 


al 


just a few of the sights you'll see — Goombas and Koopa Paratroopas 
in Mario’s ne : fed 3-| atrol the route between Mario's 
in Mario’s newly expanded 3-D Stes and the MuSRIaGT 


world Kingdom. 


dumping skills perfect- 
adingames suchas 
Super Mario World 
come in handy when 
crossing the pits of 
lava 


Choose your 
path wisely in * 
‘the forest , 
beyond Rose 
Town {tis acun- 
ning maze with 
only one exit. 


Beyond the first map area, Mario, Geno and 


1 Mallow wander into the racky region of Mcleville Rose Town has come under 


attack from a mystertous 
archer in the forest Can 
Mario save the day? 


) © _mrenoo power 


-& pilin 


se) TheChancellor awarts in 
Sa the Mushroom Kingdom 
4) castle with orders to 
find the missing 
Pnncess 


Precision jumps keep 
Mano high above the dan- 
ger of the hungry K-9 
watchdogs below the 
platforms 


Mano may get wet inthe pipe 
world, but he isn’t washed up 
can swim like a fish. 


Swimming against the cur- 
rentin the waterfall, Mario 
collects a fistful of cons 


Mario must make skillful jumps to 
cross through this course and 


avoid the enamies 
When Frogfucious speaks, Mario 


and Mlallow learn something of 
thar future quest 


Mario has never had such a challenge. 
He’s used to fighting Bowser, but now he 
must save the Mushroom Kingdom from 
an enemy that comes from beyond the 
stars. Luckily, our placky plumber tras the 
suspenders of a true, epic hero, Using an 
assortment of weapons and Special 
Attacks, Mario battles through armies and 
solves puzzles by the score. In addition to 
his new epic abilities, Mario is still the 
finest jumper in the land. 


¥ ~ HY J 
We Wz Merio’s Speciel 
Atteck uses e 
E) 


super stomping 
jump thet cer- 
nes him into 
oriut and dowa 
on top ol his 
foe 


Regularly, 

Mario just 

punches his 

foes, but he 
canbe even 

more etfec- 

tive with 
waapons he 

finds of pur- 
chases along bs 
the way. ho 


Maris Ultra Flame cooks the compatition, 
but you won't gein use of it for quite awhile, 
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ay) Prepare yourself for a new type af battie 
Mario has put away his stomping boots 
and strapped on his boxing gloves Given 
the chance, he’l] use weapons, too, such 
as the Hammer Bros.’ sledge hammer or 
a Super Fire Ball attack Asin most RPGs, 
battles in Super Marto RPG are 
Co 4) controlled by menus Once you 
x Nef) J select the use of an attack 
Mario bumps into this roly poly compan- or item, you activate the 
ion in the Mushroom Kingdom after ! move and the game automatically 
Mallow has bad his money stolen by the caries out your command Unlike 
wily thief, Croco, Shortly thereafter, this most RPGs, however, you have a 
spongy orphan joins up with Mario in measure of contro! over the move 
hopes of finding bis long lost family, He after you activate it. In the Timed 
soon proves to be a valuable ally in the Attack, you choose your character's 
fight against Smithy. His specialties Normal Attack by pushing the A 
include a Thunderbolt attack that rains button Push A again to activate the 
destruction on all of your enemies and a \ attack, and then push the A button 
healing shower called HP Rain. a third time to activate the Timed 
Attack, which doubles your hits To 
make a successful Timed Attack, 
Mallow’s HP you must push the A button at just 
Rain spell heals 
‘one member of the right moment before the attack 
Mario's party. A | begins Some of the Special Attacks 
be little cloud also require extra actions In 
appears over- 
head and releas- $= Mario's Fire Ball attack, you have to 


$ @ reyuvenat- shia 
| ing shower. push any button as fast as possible 


in order to throw the greatest num: 
ber of fire balls This 1s probably the 
first RPG that can wear 
out your thumb 


The Normal Attack 
employs a weapon (if 


The itis Equipped) cr your 

Thunderbolt character's Hts 

Special Some foes are particu- 

Attack used i veg larly vulnerable to 

by Mallow , Normal Attacks 

strikes all of 

your oppo- 

nents at 2 

once with 
During abattie, Mario 
and his companion may 

j use items such as 

Honey Syrup to 
restore Magic Ponts 
or Mushrooms to 
restore Hit Points 
Itmay be better torun 


away and live to fight 
another day At other 
‘tumes, you May not be 
able to run or attack, 
but you can still 
defend yourself 


i 
Do you want to know how maay Hit Points 
| yoer enemy hes lelt? Use Mallow's 

\ Psychopath to reveal the sacrat. 


NINTENDD POWER 


When Geno the doll comes to life and sets 
off to save Rose Town from the mad archar 
in the forest, it seems lika a fairytale come 
true. But Mario and Mallow learn that 
appearances can be decaptive, bacause 
Geno is really a guardian of the Star Road 
who has been sent to earth to recover the 
seven lost Star Pieces. He uses shooting 
weapons and a special laser beam. Once 
Geno joins the party, you will always have 
three characters. 


Holding any 

button will 

hoost tha 

powar of a 
Geno's Beam. 


Some special maves damage opponants while oth- 
ers heal friends or reveal weaknesses 


FREEBIES 


Finding unexpected bonuses 1s one of the 

biggest thrills in any Mario game One of the 

most unexpected (and most welcome) umes 

to get a bonus in Super Mario RPG ts during a 

knock-down, drag-out fight From time to 

time, you'll be rewarded with Max HP, which | <<" 7 | : “ 

fills up a character's Hit Paints You can also. Pi x < Tha Geno Boost spall increases Attack 
geta free extra attack, which ts like taking two Power for ona ot your three companions, 
turns at once After using items in battle, 

you'll often get a freebie to replace the ron 7 ; The Geno 

you yust spent, You may also collect ttems that re Whirl 

were held by the enemy Sometimes, after reeije Ss ¥ORhIe! Special 

winning a fight, you are given the chance ta 2 } Pena eric ‘ 

play the Yoshi Shell game if you take the ularly well k 

challenge and find Yosh under one of the 3 sore han: 

three shelis, you'll double the Experience mies i 

Points earned in your last fight 


pe MARIO’S WILD RIDES 


What a mde! Super Mano 
RPG sends you through so 
many loops, twists and turns 
that you'll think you're out 
of control in a 
speeding mine trol- 
ley. “Ih fact, in, the 
Moléville mines, you 
will be-out of cgnirol in aM 
speeding mame trolley) flash- 
ing through side-scrolling and Mede 7 sie tiemptng, , 
to collect. coins ‘But ‘that’s just one of the 
you’ff.find in this quirky ‘wolleiExpettito Be , ene by 
the gallery of Booster’s Jaeéstors) tien prepare, yaurseti:-for 
the marathon race up the hill to the ‘Welung ichapel, Super 
Mario’ RPG spills over with puzzles, races, 
thayhem: ‘The events pittured here give just Staptalteing sam- 
nid of the whole, wehrcarnival. 


What doth Givosaurs of Yo'ster Isle do all 
day? They WA the center of the island 
Stheyace “Waele But lately it seers that 
Ghe dinosaur has dominated the races and 
he fragpecamesa, bully. When you join up 
witheyasny to taeedor the crown, you'll find 
that youLieed as much thythm as stamina 
in fact you have to tap buttons along with 
thébeat of the music in order to move 
ahead: Simply pushing buttons as fast as 
possible won't get you anywhere For an 
extra burst of speed, feed Yoshi a cookie 


BOSHI 


‘Whos this ultra hip, shaded 
blue dmo witha spiked cal- 
lar? It’s Yosh's nemesis, 
Boshi, who hasnt been beat- 
enat the races ages It’s up 
to you to put ‘this blue brute 
inhis place 


NES 


Mozart never used amphibians in his music, but if he had lived 
the Mushroom Kingdom, he might have done so At Tadpole 
nd, Mario recreates a melady using musical tadpoles who 
line up on an aquatic musical 
scale He uses a scale of eight 
notes and clues from a passerby to Z = *s 3 Ly 


+ 
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finish his requiem. aa : : Ww a q 
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You can bet that the King of the Koopas 
doesn’t appreciate being thrown out of his 
castle, Flung off into the wide world along 
with Marie and Princess Toadstool, 
Bowser sets about recruiting an army. In 
spite of the humiliation, eventually he 
joins up with Mario, He uses Chomp as a 
weapon and a Big Boo as a Special Attack. 
As you might imagine, Bowser is tough 
and strong, but he proves to be a good 
companion. 


Enemies wan't breethe easy whee the Peison 
Gas Speciel covers them ia toxic fumes. 


On the way to Moleville, Mario 
Iw must navigate the 
shadowy world of the Kero 
Sewers, where skill at pumping 
is natter of survival. This 
course almost feels like a regu- 
lar Mario game as you leap 
over Piranha planis and hop 
between blocks floating above 
a bubbling cauldron of lava It 
won't be the only st: f si ee ats aati 


which Mario's jumping talent Ba 3 Crusher causes @ boulder to shoat through the 
ee i : : floor and crush enemies with a sueprise attack. 


voice? @) 


makes a difference 


Namco’s latest 
RPG is taking the 
Japanese game { 
world by storm. 
We don’t know 

, if this title will 
ever grace our. 

shores, but in 

the meantime, 
sit back, relax, 
and listen to the 
spellbinding Tales of 
Phantasia! 


In Japan, quality RPGs and simulation 
games are a yen a dozen, so why has 
Tates of Phantasia garnered so many rave 
reviews from critics and fans since its 
release last December? At a time when 
RPGs are becoming more cinematic in 
scope and presentation, Namco decided 
to play up that concept to the hilt and give 


Taking a cue from televi- 
sion manufacturers, TOP 
treats players toa 
screen-within-a-screen 
map feature, giving you a 
etaited look at your 
mmediate surroundings 
» as well as a birds-eye 
wew of a wider area of 
the overwori 


_TOP the look re feel of an interactive 
“movie To do tl y, they turned to a genre 
of sci-fi and fantasy-related animated 
films called OAVs (“Original Animation 
Videos”) for insmration Jn Japan, many 
voice actors enjoy the kind of star status 
that Amertganssusuadly reserve for they: 
on-camera” 


parts A number of 
‘were enlisted to pro- 
Bame's heroes, 
shout the game 
Character designs /were execuied by 
acclaimed artist Kosuke May best 
known for his hit “You’re Arrest” 
and “Oh, My Goddess” OAV.seties. Even 
the game’s opening resembles nothing so 
much as a film’s title sequence, complete 
with a digitally recorded theme song and 
vocals! All of these elements and more 
combine to bring home the idea that Tales 
of Phantasta 1s not just another RPG, but 
rather an interactive drama 


Designers useda richpalette to colar the world of 
Phantasia and paid special attention to small but sig- 
nificant details like reflections in murrars and sparkles 
of light on water 


| 


WIDESCREEN 


~ WONDERMENT 


Adding to TOP’s cinematic feel are the 
“widescreen” battle scenes, with the side 
scrolling camera panning back and forth 
between your party and their adversaries. 
What has fired fans’ imaginations even 
more, however, is the battle system itself 
Rather than using menus, players activate 
action-style moves by pressing a single but- 
ton on the contro! pad You control only 
Cless, the main character, during battles 
PeincbiPhantasta follows the The other characters, including Chester, 
young adventurer Cless ‘Alvein_ Cless’s childhood friend and an 
andhis companions as they try expert archer, Mint, a magtc- 
Se ncenurations wielding healer, Arche, a 
powerful magician, and 
Klarth; a medium who summons spirits for offense and 
defense, wil] automatically attack, defend or disengage 


fromibattlé according to pre-set orders 


Cless’s repertoire includas short- and When executing a long range attack, 

long-range attacks If you chcose a Cless wil leave his piace at the front 

short-range assault, the entire party of the party, dash forward and deliver 

will move close tothe battle Ine his blow, thenreturn to his post, 
As our heroes gain expenence, they'll TheB Button actr 
leam better spells and attacks The a © cae vou asa _ 

ea ; ~ short range attack, ant 
minor characters will automatically use 4 the A Button unleashes yo! 
the moves appropriate to their pre-set |B long range attack Special 
commands, but you set the attacks Cless |g wae combo attacks are highlighted 
* U 


uses 1n battle. Only one short-range and 
one long-range attack are available at a 
time, and you'll gain expertise in an | 
attack until your rating reaches 100%. If 
two attacks of the same type reach maximum power, you can combine 
them into a special combo attack, which has greater power and accur 
racy Attacks are powered by Technical Points, which are replenished 
by eating food, using certain Items and winning battles 


} 
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nA ~ 
# or past by, but dort’ ee 
ait Pit yourspot a “Gnémy ia 
ingine, ¥ u caelaunch, 
. permet ve tke guetet your 
. / 7 i Uygys"teadys defend your 
phteet If,ttie enemy surprises 
7 vourtyou may not be abie to 
fare your planes in time to 
? provide defensive alr cover 
Keep in mind, though, that 
> even Searches are not fool- 
proof (the weather and other 
. factors will lower your suc- 
* cess rate), and it may take 
several Searches to find a 
nearby enemy fleet 


It has been said that, for war eé e fans, the beauty of a game is in the details. 
If this is true, then PTO I is a beautiful piece of work indeed. This month, 


we look at both overall campaign strategies and individual unit tactics that 
will help you through the greatest tragedies and triumphs of World aah I. 


craft carriers at any port with 


IT’S IN THE 
DETAILS 


Few conflicts can compare in 
sheer scope to the battles in ; 
the Pacific Theatre of * 
Operations in World War tl 
For over three years, thou- 
sands of men and machines 
played a deadly game off 
and-mouse over millions 7? 
square miles ofepen sta of you can shioose camp: 
armchair “admirals: e.,, % that may take. x are to Oye 
have Hone an all © piste a a ke a46ok at 
pat recréating the Beef ic war some overall gine’ tips, thes 
* wil a great dégree of, seal: 
ism, but gospite ther high leve! 


home port}, and expanded 
options for organizing, com: 


while at sea & 


q General Tips Ze 
pela PT@ ML, you canyplay inde 
vidual scenarios that cover a 
nth or less ot ae 


game tdrns and 


sitic strategies and individual 
1 unuttaies 


Pair Power Is key 
Arrcraft played a major role in 
the first World War, but World 
War Il marked the beginning 
of the dominance of aur 
power Not surprisingly, 
experienced air crews have 
of complexity, they have also } better odds in battle, and they 
made this game much more I can mean the difference 
playable than the orginal . between victory and defeat 
The menu-based command ! 
system has been reworked 
and the turn sequence pared } 


saaipeirrent menu system js more 
‘fogical than the onginal 


ence level 20, and they can 
get up to level 60 before ie 


a down, making for faster, more q engage ina sipgle ba 
= manageable and more excit- : best way fo deploy Sing: 
ing game play Other + ; planegi@ pilot his platie # 
improvements include thegs pare oot 
bility t | to 2 A 
» ability to supply planes to air ¥ and'ca: a 


© suwrenoo rower 7 


| first sme” your .. 


an airfield (not just at your ! 


bining and id fleets’ ay 
fs 


"Always 


New pilots start off at experts y 


s from your 


“ Assign'more experienced pilots to 
sgeueratt carrier squadrons. 

i air forces to conduct regular 
+ walk througt’ a fewesample - 
} your experienced pilots from 


patrols You can then move 
bases to aircraft carriers as 
necessary 


Use Search Planes 
All the ships and planes in the 
world won't help you if you 
can't locate your enemy! 
send out 


| ue ¢ searchiF the edie! 
ns bad 


platies during the | ame 


gagle unit *’ Shipboard crewsNay spate 
ated) to aenemy gst 5S they,approach 
- 


search # 
a shfer portybehind 


é 0e sips wil oe 


| Sith of 


fr i ye acy € 
ee Fexg ple, iar 


a nara 


Be Wary In 
Hostile Waters 


_ lf you're conducting a lengthy 
+ battle or campaign tn hostile 


waters, it’s always a good 


‘idea to provide air cover, 


weather and supplies permit- 


PMting Any planes chosen for 


cort duty will remain in the 
for the rest of the turn, 


then return to their carrier 
+ Even if you’re surprised by an 


enemy air force, you'll be 
able to fight back You should 
also avoid docking in hostile 
waters, even if you've sucess- 
fully occupied an enemy 
port If you need to repair and 


earch turstip 
you cannever befburel 


OF a take your ey ips backte” 
tron” 
et er 


a iA 


nothing, 
ot 


a4 |. 


tines Pia 


oe OF 


our enenay contsols’ Saipan, 
Palauetind Truk, and 
to take over 
Tike The other islands are 
ess than a day’s sail away, so 
an enemy fleet from any 
one of those ports could 


arrtve in your backyard at any 
moment Always assume the 
enemy ts near and getting 
ready to attack! 


Watch the 
Weather 


The weather can be a thorn in 
your side, but if you're flexi- 
ble enough, you can usually 
find ways to turn it to your 
advantage Cloudy weather 
reduces your chances of spot- 
ting enemy units in a Search, 
but at least your opponent 
will face the same problem 
Rain, fog or snow will ground 
all ar units, but if you have 
powerful ships, you can Shell 
enemy ports or fleets without 
having to worry about alt 
borne defenses} If luck 1s with 


Press Select on ti 
screen to che 


you, hidingss and a rain 
s storm front 1s the 
“perfect way to approach a 
base for a sneak attack Be 
careful to stay out of a storm, 
though, since tt will totally 
immobilize your fleet Yo find 
out what the weather 1s like 


on any part of the Grid Map 

t the Main Map) and press 
dl Reelect Button. You can 
check ‘out the weather at var- 
‘coordinates before you 
fave or Satl 


“Monitor Your 
Supplies Closely 


All of your forces, including 


bases, submarines and fleets, * 


depend on supplies to keep 


going Choose the Assets ; 
menu on the Main Map * 


screen, then choose Net to 
look at your supply network. 


Be especially proiective of > 
any bases that have only a - 


re fr 
i de: 
jetnd p 


around you, place the cursor 


single supply line running to 
them fi a base gets cut off {it 
will flash on the Network dis- 


* play), you won't be able to - 


replenish its men or aircraft, 
and st will eventually run out 
of food, fuel and repair mate- 


3 nals. If fleets or submarines 

} fun out of supplies while at r 

* sea, they'll be lost permanent- | 
ly! Always include at least 2 


oer Fleet screen iitor « 
1@ Supply sttual 4 
A oe 

fe tran hy 


"io 7 
ly, ort 
s with“another fleet 


eet close to the other, 


then go io the Fleet screen 


and use the Organize) com- 
mand to establish contact 


Even if you don't exchange | 
ships, you'll be able to resdis- = 
trubute supplies among the : 

fleet transports. 


Submarines 


Don't underestimate the 
power and usefulness of your 
silent fleet Some players may 
be tempted to use these very 
stealthy boats as scouts only, 
but they make effective offen- 
sive forces when used proper- 


Submarines can he effective 
hunters as well as scouts 


ly Very few ships are 
equipped to defend against 


submarines, and though the > 


early models are not likely to 


give 
advantage You ca 


submarines to.tttg 
preg’ 


cig 
oe fi - Sure pot 
36 ie ove. fit 


ships. 


those with aircraft carriers 


supplies Move © 


Compromise 

When You Can 

The policy decisions made at 
the monthly conference 
greatly affect how well you'll 
be able to wage war, and you 


: mutch attention as you give to 


fleet movements The other : 


Save your powerful Negotiation 
Cards for the last few minutes 


military commanders and 
politicians are more likely to 
agree with each other than 
with you, so check over their 
proposals before you submit 
one of your own f you see a 
proposal you can live with, 
go ahead and support it That 
way, you'll have at least two 
votes in your favor from the 
start of the debate Save your 
* powerful negotiating cards, 


we a zi this [ 
vir Bive al your position * 
On the | 
dfensive side, be sure to + 
include destroyers or cruisers * 


armed with depth charges in - 
your key fleets, especially * 


should give them at least as ‘ 


like Unity, and Direct, for the 
, middle or end of a discussion. 
Even if you win one or more 
" People over to your proposal, 
chances are someone will 
change, his mind after a few 
munutess 
your tim but you don't want 
Bide or Pass card dur 
our turn, then discard a 
rd you don't need Be care- 
ful not to press B when some- 
2 one asks you a direct ques- 
tion or you'll find yourself 
throwing away your proposal 
and accepting his Finally, 
keep your long-term strategic 
goals in mind when deciding 
how to spend the navy’s bud- 
get, and build a variety of 
> ships, planes and weapons 


History 
Don't worry too much about 
exact dates and events in his- 


+ tory Though the situations in 
2 PTO Il are based on fact, the 
* computer does not follow a 
set script or chain of events 
£ For example, in "The Brink of 
War" campaign, the Japanese 
may not attack Pearl Harbor 
on December 7, if at all If 
you're commanding — the 
Japanese fleet, there's no 
guarantee that the US fleets 
will be at Pearl Harbor on 
that date You can take your 
cues from history, but it 


There's no telling what will happen 
this time around 


_ would be best to devise your 
- own strategies and plans 
: based on what you observe 
~ during the game 
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| THE BRINK 
OF WAR 


Using the experiences we've + 
had with PTO tl, we've put : 
together a walk-through of : 
the first few tums of "The ; 


Brink of War" campaign as a i 


way to illustrate some basic 


players have their 


strategies and tactics AIM a 
own * 


approaches, but we can at | 


least give you an idea of the | 


Ps 


types of things you should : 
think about in any scenario or # 
campaign. Let's say you've t 
chosen to lead the US. ; 
forces There are reports that 
the Japanese may attack a i 
US. base or fleet within the + 
next few days The first order 
of business 1s to identify - 


potential targets and take : 


stock of your forces 


Potential Targets 


You can only guess where the 


Japanese may attack, but you, 


can try to make educated 
guesses Your 
bases, 


Phillipine 3 


Manila and Dayad; 
have been cut off sfrgin the 


home port 1s currently full of 
capital ships, al] unfueled and 


defenseless. Guam and Wake 2 -you 
but T heads 


are also potential targets, 


and Los 
Angeles only. Most of your 
bases have their own ground 
troops and air forces, and 


marines stationed at Manila, 
Wake and Hawalr 


The Plan 
Most of your tii 


the other bases offeg more | 
attractive oppomynitiess® T 


+ them in staggered fr a 
: around pane | 


there is a total of 16 sub- : 


i 
able to,sélh on. their ow. 
ground.units sentir 
. ES ” by 
: 2 


of, 


immediately 


“hub for the Japanese navy 


i 


© swrenoo power 


sset-Net commal 


SS, 
ill flash 


only precious resources and 
production capacity, you'd 
lose the only - strategic 
foothold you have in 
Japanese territory Midway Is 
also high on the potential tar- 


; bases. Though you'd have lit- 


? the chance of holding out : 
against a sustained assault, : 


get ist It's the only supply | 


link to Wake, and it acts as a 


scouting post and first line of | 
defense for Hawan, yet thas + 


defense As for Hawa, yout 


only a few squadrons for few <a 
“rightat tite 


defenders have the advantage 
in battle, and you could prob- 
ably inflict a lot of damage on 


that Japan's  predifefion 


iaaive time, they can keep an # 
eye out for ships making a 

* southern approach to Hawaii. 

: Some of you may wonder . 

| whether it's worth trying to 

: hold on to the Phillipine - 


A Bose Hat*) 
Ae fase Trans. 


any attackers Keep in mrt) | 


+ and the likeliest staging area 
| for an attack. Deploy the 


A146 
ui 


ie sel? 


Assign transports toa fleet 4 
before youload the fuel, . 


Co 
of 
jake 


1 Monila and Davo are con- 


“Fleet to patrol nearby While — 
; your fleets aren't shipshape, | 
your subs are already fueled : 
+ and ready to go. Launch them : 
and, deploy : 
tions + 

trolled by the army, but they 
_ will 
: around and defend their 
* bases. All bases should lay 


sand bombers/attack 


nes. The air forces at 


FTA PE i 
Laile#ig] 6.5.4. Move Phase 


The northern route to Hawai and 
Guam 1s wide open end only lightly 
defended. 


automatically patrol 


down mines The mines will 
hi der any enemy fleets try- 
to shell the bases or land 
oops, but your fleets can slip 
ast them The last task for 
this tum is to assign com- 
manding officers to all of your 
fleets. Fleets will perform bet- 


i ter, especially in battle, with 
: someone at 


the helm. 
Naturally, admirals with high 
Air ratings should command 
carrier groups. Even if a com- 
mander has no experience, or 


: if you direct a battle yourself, 


indgf50- 
to 


ere are ships 
\ can monitor their 
Wiovements and rob them of 
the element of surprise. If 


there are none, at least you'll 


It's th oy 

so fee ut, of 

Place two fleets along LP 
yesalfeadye” 


si ete ligé you'y 
‘tormi P ‘on near aa 


¥ 
DS) 


gates 150 
then, a gouple of’: 
ut agSurdl he Japanese 


' 
. 


fleet should be sent south to 


and western approaches 
Though the Japanese forces to 
the east are most likely con- 
centrating on the front lines, 
there's a chance an attack on 


searches or order attacks dur- 


don't want to micro-manage 


them act independently. A 
fleet under the Patrdl coms 


- 
Position one afYour Photlipine 


ther than you'd like from its 


Patrol, cancel the order and 


take direct control of a fleet as: 
F docking at Wake during this 


soon as it spots an enemy 


Turn 2: Hawaii 
and Elsewhere 


wn strengths and weak- 


them unable 
i searches 


have eliminated one possibi- ¢ 
ity and you can start looking } 
somewhere else The third ; 


patrol around Davao. Keep i 
an eye on both the eastern . 


your fleets, you can also use 
the Patrol command to make =* “you c 


fleets to the wast gf favao : 
asé/but it may wander far- | 


assigned post If you do use | 


and most of the : 
Hawaii fleets have only one ; 
type, leaving them vulnerable ‘ 
in one way or another For - 
example, most battleships * 
and cruisers are not equipped ' 
with depth charges, leaving * 
them vulnerable to submarine ! 
attack, while destroyers can't 
carry scout planes, making ; 
to conduct : 
Use the Assign * 
command on the Main Map : 


reserves, then dole them out 


again among the various j 
i fleets (assigning ships to fleets . 
can only be done at Pearl + 
Harbor). Give each fleet a i 


RHF faet { Civcalor 
raat, | 


f Davao may come from Palau — fg 
or Saipan Remember to save - 
Movement Points to conduct - 


Be sure to provide the eairter with 


: ? 
ing the Plan Phase If you : wera eo . 


se 
jor. 


is Wi 
Pearl Hatiior, exchange a few 
ships, then send the smaller 


#ileet (possibly with one cruis- 
* er and a few destroyers) back 


to the West Coast Los 
Angeles will be vulnerable for 
a short time, but the threat to 
the West Coast is not great 


right now, and you need the : 


carrier's strength on the front 
bine. The 6th Fleet should be 


turn, so cancel the base air 
force's Patrol orders and have 


? them fly Escort over the area 
e fleets at Pearl Harbor are 
ied but still not ready to : 
i], Each type of ship has ! 


If an attack comes during this 


unable to fire back, but the 
escorting planes will provide 
some defensive air cover This 
is always a good thing to do 
when your ports are close to 
enemy lines. You may want to 


case enemy ships come call- 
ing Always make sure that 


your planes are outfitted cor- 


rectly for the mission at hand 
If you're expecting an attack 
primarily from the air, arm 


your defenders with guns. If ; 


screen to pult ships into your: 


force, so sent 

all 
thie cal 
you seafly 


tr 


Hawai from Truk, Marshall 


* or Gilbert The 6th Fleet can 
* leave 


port and begin 


+ patrolling while the 7th Fleet 
_ docks and refuels The Wake 
+ air force should remain on 
Escort duty All other forces 
should remain on_ patrol. 


: Concentrate your patrols to the 


north-northwest. 


: During this critical stage, 
turn, the 6th Fleet will be ¢ 
: forces A fleet moving auto. 
i matically may not try to shad- 
: ow an enemy force. If you 
* spot an enemy fleet, try to fol- 
' low it and use Search to keep 
? it in sight. 

Re-arm the Devastator attack 
planes with torpedoes, in | 


keep direct control of al! your 


The Price of 
Freedom 


: From this point, you're on : 
your own. We've discussed * 
some of the likeliest condi- — 


tions for the start of the cam- 


paign, based on our experi- ” 
ences, but your game may : 


will attack, but you don't 
wghave thy 
“strike If declaration of war 
? doesn't 


from the start. You may even 
if anyone 1s approaching * 


* thinking mostly in terms of 


: well as defense 
fT questions you've been asking 


‘ your bases will often have to 


: for both sides, so protect your 


unfold in an entirely different 
ay There's no way of know- 
“ing if or when the Japanese 


wait for disaster to 


yme soon, start 
some of your ships to 

“places where you think 
leenemy fleets may be lurk- 
ing If you locate them before 
war breaks out, you may be 
able to blunt their attacks or 
make decisive strikes right 


have time to send additional 
help to Manila and Davao 
Up unt now, we've been 


reacting to the enemy, but 
once war breaks out, you'll 
have to think about offense as 
All of the 


yourself about your defenses 
should be turned around the 
other way Where are the 
Japanese forces vulnerable? 
Where can you disrupt their 
supply lines? Your fleets can't 
always be around to protect 
your bases, so unless you 
have good reason to believe 
an attack is coming to a spe- 
cific place at a specific time, 


rely on their own troops and 
air forces. Keep in mind that 
air power will be a key factor 


carers and go after your 
enemy’s Once the Japanese 
fleets are weakened, you can 
begin to attack their bases 
and and land units The real 
war in the Pacific took sever- 
al years, so don't expect to 
win overnight If you're 
patient and cautious, howev- 
er, you just might be able to 
go on to victory in the Pacific 
Theatre of Operations! 
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Secret Option Menu 

lf the undersea life is getting you down, use this code to 
access a sectet debug menu that will lef you increase your 
weapons and equipment reserves too maximum of 99 pieces 
ach and your money to a bank-breaking $600,000! On the 
main bridge screen, press L, R, B, A, Left, Right, X, ¥, Up and 
Down to make the debug menu appear. Use the control pad 
to highlight the weapon or item you’d like to increase and 
press A, You'll have more torpedoes and Stingers then you'll 
know whet to do with! 


Press the Select Button to go Yos cas access the debeg 


to the main bridge, then eater meee ceytime carey vase 
the code, yore by repeating the code. 


The Little People 

This trick won't help you win the game, but it’s fun to do, 
anyway. Play through the first stage until you come to the 
room with the small figures running around. Destroy the 
enemies, then stop and turn back towards the entrance of 
the room. Fly slowly along the wall to your right end shoot 
the lower right corner of the wall near the door. A litte 
house will appear, complete with stick people and furniture! 


‘Start your geome ae yos eor- Clear thie chamber of cea- 
mally would. Thie tich worhe titea, thee tern eroaed aed go 
at aay ditticalty level. hack the way you come. s 


Shoot the wall to the right of Voilet A virtual couple wittsat 
‘oni dowe from the door, ap househeepisyt 


* 
_ 
Lemmings Subtitles 
This is another trick that’s just for fun. On the title screen, 
plece the cursor on the dot just above the “i” In “Lemmings” 
and press B. A word balloon saying, “Hil” will appear. Now 
whenever your Lemmings say something, little word bal- 
loons will pop up! 
‘am 
F 
Use the carsor and the B Now you'll havo subtitles, im E 
Battoe to dot the “i.” case yoa‘ra hard ot haoringt Z 


EE r} oe TE 


CAMPAIGN MENU: 


4 GRCXGH21 YORE 
Stege Select and Bose Portraits pm Passwone, 
The passwords below give you access to ¢ stage select screen suse teent ro © 7 
end pictures of characters from the game. Enter e pessword, Enter the pessword, then ge Instead ef flying int e fire- 
4 then start your game as usuel. After you pick a cherecter, a _—through thunormelgemestart —_fight, you'll he ebie to kick 
stage select screen or an image will appeer, depending on —_—Proeeddures. hack and eelehretel 
the password you used. If you use one of the picture pass- 
words, you can’t start a game unless you reset, 
ARGONATH ~ Stage Select 
GREENHAM - Mitch Hunter Portrait 
EZOGHOUL « Character Portrait . 
SYMMETRY - Character Portrait Gcative Use OF Poultry daa 
= HEIMBURG - Character Portrait fe recently discovered three tricks, one that is useful and 
amusing, and two thet ere just...well, you'll heve to see for 
? yourself! For the first trick, you'll need the Boomerang and 
. ae, the Rooster, Throw the Boomerang as far as you can, then 
1 as grab the Rooster before the Boomereng returns. As long as 
F) you hold the Rooster, you'll he eble to ily around the screen 
with the Boomereng whirling heneath you. The Boomerang 
will defeat enemies end pick up any items left after a hetth 
f= When you drop the Rooster, you'll pick up the Boomer: 
Esty Aron Mea ityou used ARGONATH, this and ell the items collected! As for the other two tricks, spri 


yoer geme us carmel. sereen will eppeer. kle a little Magic Powder on ot fire the Flame Rod at a chick- 
| ‘en and see what happens, We wonder whet it is about chick- 
ens thet get the Nintendo progremmers so excited! 


Use the Contrat Ped to select Cen you ay) this menesing 
@8tage, then prese Start, locking fellor 


sane aj Throw he Pel ree LS 
STRIKE # 


~ End Screen end Credits 

i Are you ell guts and no glory, or all glory end no guts? 
Whether you're e jet jockey or e desk jockey, you can skip to 
the end of Jungle Strike if you enter the password 
6GRCX6K21 YOPT. Meybe the parade will be even hetter if you 


4 Yoe'll he sefe ehave while the Whet ie this business with 
actually pley through the game...then egain, maybe not! Boomerang whirls helow. Megie Powder, enywey? 
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iste’s a code that will take you to a secret arena in the Duel 
Mode. Gé to the Options Screen. and press Up, Right, B, 
Bown, Left and 8. If you enter the code correctly, the screen 
4yill flash. Now go to the Duel Mode Player Select screen. 
ress X and B at the same time on both controllers. If this #s 
jone correctly, the picture at the center of the screen will 
isappear. When you start your duel, you'll appear on a 
: rocky cliff near a mysterious gate. 


pare of targus 
ser nie ee 
eae i ea 


Shag, don’t think we're in 
Kansas anymore! 


ff you Input the code correctly, 
ithe screen will flash. 


(aera 7, 


Stege Select 

To skip ahead to any stage, first enter L, V, D, ¥ and K as your 
password, then go back to the Title screen, Making sure the 
cursor is pointing to the ene-player option, press and held 
Left, £ and R, and then press Start. Use X, A, £ and R to 
choose the stage you want, then press Start to begin your 
game. tt’s that simple! 


aoL 


on 


Uf yoainput the cada correctly, 
this ia tha screen yor'll sae. 


Nothing will stop Pec: Man 
howl 


_Kodes, Hodes and More Hodes! 


We took a break from Mortal Kombat 3 last month, but we 
couldn’t wait another issue to tell you about some of the 
awesome codes we've uncovered in the meantime. While it’s 
hart! to top the various option menu codes we featured back 
in Volume 80, we think you'll like what we've got in store 
this month. We'll start off with a Stealth Player Select code, 
followed by 2 few Fatalities and special moves for Smoke, 
Shang Tsung, Shao Kahn and Motaro. Have fun! 


Stealth Select 

On the Pleyer Select screen, 
quickly rotate tha Gontrol Pad 
Gnantar-clockwiaa and press 
Salcct. Tha box highlighting 
yosr Charactar choice will dis- 
appaar! 


Smoka - Fatality 


Want to blow ap yoar oppo- 
nent—and the entire world? 
Hold Black ond pies ‘Up, Up 
Forward and Down while 
standing a screen langth eway. 


seone wins 


Smoke - Fetelity 
For anathar explasive finala, 
stand at close range and hold 
Ran and Black, then press 
Down, Down, Forward end Up. 


Smoke - 

Pit Fetality 

Can you atand ona more 
Fatality from this gey? Stand 
right next to yoar opponent and 
press Forward, Forward, Down 
and Low Kick. 


ial. Wi 


Smoke - Babality 


At eny_renge, prese Down, 
Down, Bech, Back end Kigh 
Kich. Come to Uncle Smoke, you 
little cutie! 


Smoke - 
Animality 


_ Stend fer eway from your 


opponent end prese Down, 
Forward, Forward end Bloch. 
How would yau like te ge e few 
rounde witht him now? 


Smoke - 
Friendehip 

Preee Run, Run, Run end High 
Kick to show your opponents 
how mach you cere. This is 
another long-renye move, 


Shang Taung - 
Kano Morph 

To transform Shang Teung into 
Kano, press Bach, Forward and 
Bloch. See, whet did we tell 
you? Bald ie beautifull 


Shang Taung - 
Saktor Morph 
If you like Sheng Tsung better 


88 @ rempeging cyborg, 
Down, race Back ic and Run 


Experts, shmexperts! If you've got an awesome tip or a killer code, send it int 
We'll print your stuff alongside the pros’ codes. So what are you waiting for? 
Warm: up your brain pans, crack your knuckles and press those buttons! 


Si} 


o 
s0KE wins | HB 


“einapanae 
rang 


ORE 
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Shang Teung - 
Sheave Morph 


To hacome the proudt Shoken 

warrior, hold Low Kick 

and press Forwerd, Down, 

lib ent then release Low 
ic 


Shao Kahn - 
Graan Firebell 


It’s green and it’s burning. lf you 
went it, press Beck, Back, 
Forwerd end Low Punch. 


Sheo Hahn - 
Sledgehammer 


To pull out all the stops, prese 
Back, Forward and High Punch. 
Where doas he haep some- 
thing that hig, anyway 


Shao Kahn - 
Laugh or Taunt 


You can edd insult te injury by 
pressing Down, Down, Down 
and @ High or Low Kick. Juet 
watch whet yoa sey! 


Motaro - Fireball 


To let loose @ fleming glob of 
greese, ratete the Control Pri 
downward from Forward to 
Bech end press High Punch. 
What a mess! 


Nintendo Powar 
Claaaifiad Information 
P.O. Box 97033 
Aadmond, WA 
96073-9733 
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1995 Electronic Arts 


Your stick slaps against the ice, trans 
forming the frozen rubber puck on the 
tip of our stick into a net-seeking 


missile. You watch transfixed, remind 
ing yourself that it’s only a game. 


DETTEO 2 tifa ETTES-E 
BETTER GRAPHICS, ls 
“sorTrhn ATI“) 
FASTER ACTION 
It’s baaack Black Pearl Software aims between the posts with NHL 9b, the 
sequel 19 NHL ‘95 for Game Boy. This password-backed Pak features all twen- 
ty-six NHL teams plus two all-star teams displayed in bright graphics with 
smooth motion You follow the action from the perspective of the puck, watch- 
| ng the screen scroll smoothly up and down the ice NHL ‘96 includes a team 
roster for line changes and even a calendar schedule in season mode Pick your 
favorite NHL team and select from five modes of play, including Single Game, 
| Season Play, Playoffs, a Seven-Game Series and Shoot-out Now you cah enjoy 
| hockey on the road, without the fear of getting beaned by a loose puck. 


Ate John Shiad 
eX dear gneaces 


While NHL ‘96 doesn’t inclijah 
the real hockey stars, fans 
quickly pick up on the fact 
that every team reflects the 


strengths and weaknesses 
of rts real life counterpart. | 
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NY RANGERS FLORIDA PHILADELPHIA 


egion of 
jeg power of 
it's really 
eo hig surprise, 
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DMIAICD DI AVC 
POWER PLAYS 

Next to great play control, the most important Tana ean des bait tole wie 
element in any successful sports title 1s versattli- “96 includes the 1995 rosters, so this 
ty NHL ‘96 1s packed with options to modify and is your final opportunity to take 
customize your game. In addition to the five Quebec to the cup. 

modes of play, you can alter game length or hne PITTSBURGH 
changes If you're tired of being called for off- é a : 
sides, you can 
silence the ref 
eree's whistle 
by disabiing the 
penalty option 


eeeeseescce 


At the beginning of every period, all 
of your players are rested As they 
spend more time on the ice, they 
begin to run out of energy With the 
Line Change option on, you can 
select a new kine prior to every 
face-off or change the lines on the 
fly by ‘pressing the Select Button 
when you have possession of the 
puck, You can also change or pull 
your goalie by pausing the game 


eecceessecece 


eeeeese 


ag Moase 
tave Mriaght 


If your goale isin a slump, you can change him by 
calling time out. You can swatch aline only prior to 
a face-off or when your team has possession of 
the puck. 
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TAMPA BAY NEW JERSEY _ NY ISLANDERS QUEBEC 


jaeeesosseenss 
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| ATRIA VANCOUVER LOS ANGELES 


| could come out on tep during 
the post-seasoe action. 


DETROIT 


a 


Pot a a 
TEGIES 
Finding a winning offensive strategy depends on the depth of talent on your team Review 
your team roster and identify the strengths and weaknesses of every player who takes to the 
ice All the players are rated aceording to shot and passing accuracy, shot power and stick han- 
dling. Know the difference between a strong player and a bench warmer, then pass the puck 
to your best shooters and take your best shot 


eRe 
ca ae oe 


Whether it’s lining up a shot j6/ light the lamp or 
keeping the puck away from aistrong defense, pass- 
ing Is critical to winning in NEL 96. But make sure 
that you keep possession of the puck To reduce the 
chances of a turnover, pass Only to the players you 
can see on the screen 


TORONTO 


eeeeerecooeceseseeeseetseassesemesee 


Most hockey fans agree that. NHL ‘95 


Slap shots can be on the mark or wildly inac- was the first g@nuine handtheldjhockey 
curate, depending on the shooting skills and simulation in, a field crowded with. 
position of the player making the shot arcade style games, even though sit 
Increase your odds by taking a shot from just didn't include the names of the Feal 
inside the blue line of the attacking zone near players, The scraflling graphics and 


the right or left face-off spot g password save soption in 
Regular Season mode, left room for 
some minor improvements. 
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NHL ’96 


ANAHEIM SAN JOSE 


at Baal EAs 


With powerhouse teams 

liha Calgary, Vancouver, 
Edmontan, the Pacitic a, 
Division is well represent- 

ed both ot the All Stors 

gome and in past-saasan 

play. 
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rier Chur ore Tall 
DEFENSIVE STRATEGIES 

Even if your roster includes the most gifted scorers in the league, your team 
won't climb in the league standings without a decent defensive strategy. 
Whether you're playing catch-up or protecting your lead, the tips listed 
below can help keep the puck out of your defensive zone and away from 
; your goalie’s pads. 


IGES 
NHE ‘96 features a Line Change option that allows 
you to switch players on the ice prior to face-offs Ii 
you're ahead by a comfortable margin in the third 
period, protegt your lead by calling your Checking 
Line out onto the ice 


Checking isn’t pretty, but knocking the 
opposing team around can force a turnover 
and give your team the opportunity to take 
the puck into the attacking zone If the penai- 
ty option is selected, make sure your 
checking 15 clean and fair It takes sever- 
al seconds for a player to get up and 
recover from a bone jarring check 


LESS FILLING 


While NHL ‘96 doesn’t overwhelm 
hockey fans with stunning innovations, 
the game does contain a few refine- 
ments over its predecessor. The anima- 
tion is more fluid. The graphics are 
enhanced dnd Season mode tracks 
league leaders and team sta Wf 


you don’t own NHL ‘95, picking up 
NHL “96 for Game Boy. isa.no-braines, 


Don't fely on your goalie to pull you 
through tight spots Move your defenders 
between the puck and the goal net The 
heavier the traffic in front of the net, the. 
less likely your computer opponent wilt 
be to put! off a shot and score If a shot is 
made, your team will have a good 


chanee at forcing a turnover VOLUME 82 @ 


@ ACT I: THE 


Owls, caterpillars and buzz fles think 
Hefty is a pain in their neck of the 


2s jo woods, They're determined to give him 
a most unfriendly welcome! Be sure to 


get running jumps to cross the chasms. 


Getting to the first hid- 
den area requires you to 
baektrack Hop up this 
leaf-ladder below the 
owl's nest and then 


onto the stump Move 

2 quickly The grumpy ow! 
loves to pelt poky 
‘Smurfs with acorns! 
Squish the Mushroont 
next to the owi to col- 
lect alidden Raspberry, 


S 
A Ea tal Hop aboard a log for a wet and wild trip! Because you 
THAT EVIL GORCER- can’t control your speed, you should just concentrate 


ER, GARGAMEL, HAS 
GMURENAP PED 
BRALNY SMURF, 
TOKEY SMURF AND 


] | gURFET TE! TO RES- cod Ptsiid 
No SHUE c | CUE THE THREE BLUE Hungry fish would love - 
SHU 

CApTEVES, MEF TY ftepanatc tn 


GMAURE MUST TOURNEY THROUGH 12 EXCLTING mies like to patrol the 


harrow gaps between 


STAGES, INCLUDING MOUNTAINS, QAIAM9§ AND the stationary lous 
A GOLDMENE. T-MOTLON HAS WISELY TALS itil 
LORED THIS SLDE-SCROLLER TO YOUNG SMURF- r* a. 


MANTACS. GLMpLE GAME play, A WIDE VART- 


ETY OF SCENERY AND CHALLENGES, AND 
coos, I pet SusaeF » siutt ee” 


GAME BOY PALETTE CON- —" us 


> ee Gergamel 
TRIBUTE TO A ’ Pau rescuing aa - Sarsaparilia Leaf \ 
Ri nends won't be cael Smurf food 
SMURFING easy, so take time to Collect 10 far an axtra life, Raspber: 
GOOD | fool other Boos your life soy 
jodies while on your epic quest. andgain 200 points 
) Colectall tveSasereach Star cane one BF hase, 
" pe ag you'llbe abla te 5 ce al ine a perce 
play abonus game, in whic! and you'll be abla to 
* you can win Sarsaparilla play abonus game. Smurt ott 
Leaves, Raspberties f Those rare power-ups 
ge you a ull 


SS ‘and Smurf Dolls 2 Mey 


Defeat We mes — 
win keys, which will free s 
the Smurf prisoners. a 


a “~ah 


THE SMURFS 


Stand on the sagged portion on top of a 
stump end press Down on your Control Pad 
to drop into a hidden area with power-ups 
‘To return to the forest floor, jump on 
trampoline 


AOd IWVD 


Get Posssi 


Bop the caterpillar creeping on 
the upper Jevel. Continua to the 
end of the Jedge, drop off and 
Taturn to the Mushroom below 
Tap your A Button lightly to jump: 
on the Mushroom and release the 
ftdden Smurf Doll. 


s > 
4 if Si 
-muyPE — @ 
odd zy a : 
Les) J2issitsstie 
on dodging the ravenous fish and the logs stuck in the ar ; =] a are thoreft 
1 54 iat ol river just keeps rolling alang Stay to the ie 
current while grabbing as many power-ups as possible inorder to see what's coreg but not too far left, 
If you get stuck behind a Jog and vanish off screen, 
) you're history! Fortunately, you can quickly side 
along alog and back into the current. 
You'll have to get into position to 
rab the Smurf Dol! before it appears, 
if you wait until you can see tt, you'lt 
probably miss tt. 


4 be. 
Heavy rains have wiped out a bridge over the rive! and the few _ skipping over the timbers floating in the water, but at some point 
riway by you'll have to hitch a ride with a bird! 


remaining sections are none too safe! You can 


Asi" S2Kepy 


=» if -4 4% : 
“ZR SS 5 -f-j= 
Heavier than the average Smurf, Hefty will cause a fib 03 S44 Hd. a 


bird to sink beneath the waves if he rides too long Smurfy bridges falling p—y 
The trick is to hop on and off quickly To grab the down, my fair Heft ’ 
first Star, which s far overhead, you'll have to make The weight of asingle 

‘Smurf can poke big 


two fast jumps Split-second timing is crucial, 


holesin the remaining 
bridge sections To avoid 
anunexpected dip, | hop, 
dont walk, when you're 
crossing 


NET ¢ wap SWAN AS a 
J nal ) 
WSS =: (is OFANAPS 
You don’t have any bug repellent, so you'll have —_sinking feeling by taking to the vines hanging. 


to rely on your smurf wits to get past the odd overhead Once you're on dry land, you'll have 
flora and fauna that infest this stage. Avoid that to smurf a giant snake if you want to go farther! 


— vr ~ 
PHS) rl ta: 
When you run out of vines, waituntla = 
frog raises its head above water level to 
say croak, then jump on Take the frog 
soute until you can grab another vine 


| 
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Tilé Silo PARLE Flot 

A low ceiling cramps your jumping stylein fromthe ceiling drains your energy You can 


this soggy stage. Hungry spiders are spin- hop across gaps in ath by bouncing 
ning webs just for you, while water dripping —_off falling Sarsaparilla Leaves. 


ard ~~ " - 
Sos eI tse) 2542] 
If you bide your time, you can dash past these fuzzy 
= fe rascals while they‘Te bouncing the other way Two 
sf team up te guard the fourth Starm this stage You 


« 
i . 
x] wv ] ou may have to taka a hit if you want to grab the Star 


THE WYYNTANS 
= r 
Jie WSF ITI LANL 
Good thing Hefty isn’t afraid of heights! He’ll have to work his way up 
this steep slope by leaping from ledge to ledge. When he’s stuck, high- 


altitude birds are more than happy to lend him a wing, He'll have to 
keep a smurfy eye out for falling rocks, broken brid; | angry bees! 


Svissz 
SHE S2 
Soon after start- 
Ing your ascent, 
you'll have to find 
ahidden passage: 
on your left You'll - 

have to take t if PZ TIRE | 25 
youwant tocimb 7 

any higher Later, you'll find two more ar 
hiddenin the mountainside that contain valu- 
able power-ups 


©) sunren00 power 


THE SMURFS 
WHORE CITY, Were Ve COME! 


Now that you've climbed to the top of the moun- —_ because it’s downhill the rest of the way doesn’t 


tain, you're halfway to Gargamel’s hideout, mean your yourney will get any easter It’s time to 
where he’s holding the three Smurf prisoners Just screw your smurf courage to the sticking place! 


mee 72 
THE FLIGHT ON A STORK 


Why climb all the snowy mountains when you can hitch an easy ride with a 
winged friend? Hold tight and use your Control Pad to elude airbome obstacles. 
Your stork 1s move than happy to pack troubles away with his long beak 


4529S 2 
THE GOLDPMINE 


Jump aboard a wagon for a wald underground ride 
You'lihava to steer by pressing the B Button when 
you pass over a lever. 
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4128S 2 INSIDE 

THE VOLCANO 

You'll have torun fast to escape the hot fava licking at your smurf 
shoes Unfortunately, your hot-footed arrival has awakened one of 
Gargame!’s pals, a fire-breathing baby dragon You'll have to defeat 


him to win one of the keys for freeing the Smurf prisoners Thank 
goodness tha naxt stage gives you an opportunity to chill out! 


AAS IO 

THE SLEDGE RACE 

Grease your runners and int the slopest Gather speed by running aver an S icon, 
‘then jump over the yawning chasms If you slam into a polar bear out for a mid- 


winter stroll, though, and you'll lose valuable momentum You'll need torack up 
some serious hang time tf you want to grab all the Stars in this icy stage 


‘les Jd: THE CLIFF 


Keep jumping as you edge along the log If 
‘you're standing on the log when tt falls over, 

(Il find yourse'f an 2 loooong trip down! 
‘Buzzing bugs in this pe stage would 
like ta like to lunch on Hetty. fs that what 
they call a Blua Plate Special? 


“ley J: GARGAMEL'S 
MANOR HOUSE 


You're almost there, but don't get too cocky, GK? 

, Sargamel’s un-cool cat, Azrael, dogs your footsteps as you 
explore the house He's just waiting for you to take a fall 
Into his warting claws! Drop five exploding gifts on the 
cruel kitty’s head to tum him into litter 


=i] —_ re vv“ ry 
Sars SS 
Gargamel has conjured up a brutal hes- 
tiaty to thwart your rescue efforts. 
Smurfing the giant snake, baby drag- 
on and Azrael, not to mention ol’ 

Gargamel himself, takes more than a 

simple hop on the head. Fortunately, 

they’re suckers for presents, especial- 
ly the exploding kind Will that simster 
sorcerer never learn? 


HOW DO | CONTROL THE 


ow do you expect to finish the 
H game if you can't get through 

Red-Hot Ride? Back in my day— 
yeah, okay, don't get antsy, I'll help you 
Rise above your problems by hovering 
over the steam vents Of course, some of 
your problems are over your head Take 
the low road by speeding across the vents 
before your bailoon gains altitude. When 
you finish the level, stop by the Monkey 
Museum and buy some of my great junk? 


ack already? You know, you can’t 
B get something for nothing In my 
day, we knew the value of hard 
work Nowadays, you kids. oh, never- 


Open the Krock's head after camplating all of 
the Last World Levels and finistung the game 


i 
@ _smtenoo power 


BALLOON IN RED-HOT RIDE? 


Ever get that sinking fee'ing? Well, quit mon- 
keying around and haver aver the steam vents 
The hot air keeps you high above your problems 


in the Lost World open, it's because you 
haven't played enough of the game! To 
open it, you need to finish the game and 
complete all five of the Lost World lev- 
els, then return to the Lost World. The 


No freeloaders! If you wama play in the Last 
Warld, you gottapay the tall at Klubba’s Kiask! 


HOW DO | OPEN THE KROCODILE KORE? 


if you need to fly low, stay away from the 
vents Thelessheat, the lower you sink Just 


don’t land in the lava bubbling below you 


Krock's head will be open, allowing you 
to enter the Krocodile Kore What's in 
the Krocodile Kore? Sheesh! Find out for 
yourself by playing the game Now get 
out of here! 


The Krack s Head conceals King K Raal's final 
lair Konk the king and klaim absolute victory 


ou won't find the thief who stole 
T Trout's treasure until nearly 

halfway into the game, when you 
reach Simafort Look for her in the base- 
ment of Simafort when you swim there 
with Jean the Frog After exposing the 
imposter prince, return to the basement 
and talk to the chefs They'll be tired of 
keeping the whining thief and will gladly 
turn her over to you Return the thief to 
Trout at his house in Hometown 


he Queen of Tunlan is being 
attacked by a nasty virus The only 
way to cure her 1s shrink to micro- 
scopic size and engage the germs in a 


‘This 


is bad. ba 


If you want to cure the Queen of Tunlan, you 
need to defeat the viruses attacking her body 


efore you can explore Tuntan, you 
need to find the Whale Cove and 
awaken Grandpa, the slumbertng 


whale inside Use Jean in his frog form to 
navigate the rivers south of Simafort and 


Evenif your names ishmal, this sleeping whale 
wont emerge until you break an evi! spell 


You won't find the thief who framed Bow until 
you explore the basement of Simafort. 


biological battle. After the magician 
shrinks your party, wander around the 
arteries until your party is attacked The 
monster icon shows if there are nearby 


FE} Todd Be Ss 
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If the monster ican anthe tem screens sleep- 
Ing, the arteryis clear of all viruses 


a ea 


find the cove Let Katt lead your party as 
you explore the pink caverns beneath the 
Whale Cove. Katt's staff can knock down 
the fence blocking the passageway lead- 
Ing deeper into the Whale Cove cavems 


Place Jean at the front of your party and swim 


south through the rivers to the Whale Cove 


After exposing the imposter prince, the chefs 
will unload their captive Take her back to Trout 


enemies. The magician tells you when a 
region of the body is virus free When 
you're told that a section of the body is 
clear, move on to the next area 


Note the background color of the chambers to 
keep track of areas you ve cleared of viruses 


Speak with the old man in the cave, then 
locate and destroy Munmar, an evil stat- 
ue that has put the Whale to sleep After 
defeating the statue, use Katt's staff in the 
Whale's throat to wake him up 


Kett can smash the fence around this deep hole, 
but she needs to be at the front of the party 
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NES 


CAN | RETURN TO AP 


WORLD? 


Y es, you can, provided you've 
explored past World 1 and saved 
your game While on the menu 
screen, press Up on the Contro! Pad until 
the finger cursor points to one of the 
numbered tabs at the top of the screen, 
then point to the world you want to 
revisit and press the A Button If you 
haven’t finished World 1, though, you 
won't be able to switch to a new world 


REVIOUS 


f if sa 
ame 


The menu screens resemble recipe cards See 
what s cooking by pointing to an index tab 


Retum to earlier worlds and score 100% in every 
Jevel, then collect extra ttems in the bonus game 


}7 HOW DOLREACH THE RING IN WORLD 2-72 | 7 | 


on't be stumped by these puz- 
zling posts or pummeled by the 
Bullet Bills You can pound down 


both posts at the same time by standing 
between them, but you need to time 


m (th 


your jumps A double barrel dose of 
Bullet Bills has you in its sights Pound 
once and jump over the Bullet Bills, then 
pound again If you can’t jump out of the 
way fast enough, use Yoshi‘s tongue to 


Don't be stumped by this ringer Pound down 
the posts and hurdle the salvas of Bullet Bills 


7? | HOW DO | GET PAST THE FUZZIES? 


rst-time Yoshu fans find themselves 
F loundering in flurries of Fuzzies on 
Yoshi's Island Players first 
encoumer Fuzzies in World 1-7, Touch 


Fuzzy, Get Dizzy Fuzzies float around in 
large schools, and, no matter how many 


{t's a fleet of floating Fuzzies! Target only tha 
Fuzzies on acollision course wrth Yoshi 


eggs you throw, you can never get nid of 
all of them The trick to getting around a 
Fuzzy flurry 1s to dispose of only the ones 
that are about to bump into Yoshi. While 
you can dispose of a Fuzzy with almost 
any attack, the best weapon 1s a regular 


Fuzzies dissolve when Yoshi brushes up aganst 
them, but the contact leaves Yoshi reeling 


bite the bullets Keep repeating the pat- 
tern until the logs are down and you can 
reach the ring If you're looking for a per- 
fect score on Lakitu's Wall, pound down 
every post you encounter 


The ground-pounding stomp is vital for finding 


rad coins hidden throughout the game. 


watermelon. Since it takes only one 
melon seed to dispatch a Fuzzy, you can 
conserve your seed spewing and ride out 
the storm with a single melon You can 
also toss eggs, but you'l! probably run out 
of ammo before the Fuzzy flurry subsides 


if youuse regular seeds sparingly, youcanavord 
any close encounters of the floating Fuzzy kind 


NINTENOO POWER 


§ HOW DO | GET THE KEY FROM 
THE DODONGO SNAKES? 


he Dodongo Snakes in Turtle 
T Rock have a key, but you won't 

find it unless you're standing on 
the ledge above their chamber Take a 
full load of bombs up onto the ledge 
above the snakes and drop them as they 
pass underneath #f your aim is true, the 
snakes will swallow the bombs that land 
in front of them While this method 
requires patience, you need the 
Dodongo's key to explore the maze 


hile Evil Eagle is not very tough 
to hit, it’s a struggle to keep 
your balance at the top of Level 


7. Use Link's shield to maintain your bal- 
ance when the Eagle flaps his wings and 
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Fighting Evil Eagle m Level 7 isn ta breeze, but 
your shield can keep you on top of the fight 


SECRET OF THE STARS 


es How do! enter the town of Amaboss? 
A. Buy Bunny Suits m Dengers‘and equip 
them on the male Aqutallions 


Q: Where do! get the Blecksmith for tha 
town of Old Hill? 

As Visit tha town of Code after you have tha 
Gyrocopter. . . 


Where Is the Goldnatl? 
{twill be at the Architect's House after 
Dan yoms your party 


‘Re 


The key appears ina treasure chest on aledge 
above the Dodange chamber Youneed to be on 
the ledge befora you can elimmate the snakes 


attempis to sweep you off the tower The 
gusts will push Link around, so it's impor- 
tant that you stand at the middle of the 
tower platform If the Eagle does manage 
to knock you off the top of the tower, he'll 
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If you re swept off the tower, the Eagle will 
regain all of his strength Replenish your life 


O & A FAST FACTS 5 


DRAGON VIEW 


Can! move the dark stetuas? 
Yes, but only ifyou have e glove 


How dot opan the two locked chests in 
Huyjia? ., 

You can't open them until youhave found 
the Soldrak in the Sektra Temple: 


e P BP 


How-doluse magic? 
Younéed the ice, Fire or Lightning Ring 
selected, thanpress the A Button 


PP 


Dropping bombs on the Dodango snakesis alot 
Iike fishing—you never knaw when the snakes 
are gang toswallow the explosive bait 


replenish all his hit points, and you'll 
have to start again from the beginning 
Use the Hookshot to inflict damage on 
the deranged fowl If you keep your bal- 
ance, you'll stay on top of the battle 


Use the Hookshot to damage this fiesty fowl, 
but make good balance your battle priority 


Toe ms 


DONKEY KONG LAND. 


Q: Whatare the hearts at the bottom of 
the screen far? 
A; Eachheart is one life cradit. When you 
_ Jose ell your hearts, the game Is over, 


Q: Canicollect more than 20 fives? 

A: Yes Although the screen shows @ 
maximum of 20 hearts, you.can have 
more than that if you find out what 
the maximum numbers, let us know! 


6 Megabits 


You don’t need to hoist a Jolly Roger to experi- 
ence swashbuckling action these days. You just 
need a Super NES. 


Players relive the days of pirates and derring-do with Acclaim’s 
Cutthroat Island for the Super NES This side-scrolling game fol- 
Jows the exploits of Morgan Adams and Shaw as they flee from 
the governor of 
Jamaica and hunt for 
the fabled treasure of 
Cutthroat Island. 
Playing as either 
§ Morgan or Shaw (or 
both in the two-player 
game}, players wield 
their sabers in duels 
Aral facili. -cpenick 
blade and acrobatic 
moves. Fincy footwork can carry you forward, backward and 
up and down on the screen, providing something of a 3-D play 
field. Also, Morgan and Show can br wl instead of using their 
fencing skills, but this alternative isn’t as much fun. The action 


mo 2 


MULTI-PLAYER 
MODE ALTERNATING 


SIMULTANEOUS 


MULTI-PLAYER PASSWORD sarap ao 
SYSTEM 


MARCH 1996 


‘eno 


takes the escaping buccaneers through a range of settings, some 
of which require different skills to navigate The roller coaster 
ride in the quarry, 
for instance, requires 
you to memorize 
the obstacles lying 
ahead in the path, 
But most stages pit 
our heroes against 
an almost endless 
stream of fighters, 
some of them swing 
swords while others . 
attack with guns or fists. Power-ups found along the way may 
help your chances for success, and you'll also have to search 
for hidden rooms In addition to all of this, players can enter a 
treasure hunt contest sponsored by Acclaim. The winner will go 
on a real treasure hunt adventure in the Florida Keys All of this 
may seem very exciting, but the game doesn’t deliver the inten- 
sity you might expect. The emphasis on continuous swordplay 
may make for tedious game play Before you walk the plank, 
~All Mire AE 


SE, RMB Ue lero. 


Good theme. Two player cooperative action Some cool fencing 
maves. Treasure hunt contest, Challenging, 


Flat graphics, Some of the stages are tedious. Repetitious action. 
Simple enamy Al. 
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aa] ‘SUPER GAME BOY 
LINK ENHANCED 
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Company... 
Release Date . 


If you can put a ship in a bottle, you can put a 
pirate in a pint-sized game for Game Boy. 


Cuithroat Island for Game Boy includes much of the same 
action as Its more colorful companion for the Super NES, but it 
isn’t an exact replica, The Game Boy version introduces new 
fencing moves during 
the course of the game. 
After battling through a 
stage, you will be taught 
a new move. In the fol- 
lowing stage, the new 
move will prove critical 
to your success The 
addition of new fighting 
moves keeps the game , 
fresh as you progress, but the simplicity of the Al doesn’t pro- 
vide much of a challenge. The game also suffers from ragged 
graphics and the lack of 

any Super Game Boy 
e enhancements. Play 
= control also comes in on 
| the slow side, but once 
f you have the timing 
down, you can have 
some pretty good duels, 
Fespecially after having 
‘learned a variety of 
‘ie moves In addition to the 
enemies who come after you, bystanders may attack you with 
explosives. Don’t miss the Game Boy review within the Super 
NES review in this month’s Power 


9 Fun theme Intraduction of new moves in game 


Ors No. Super Game Boy enhanced features. Slow play control No 


Black Pearl takes another title from EA Sports 
and shrinks it down to size for the Game Boy 
and Super Game Boy. 


NHL ‘96 


Company... 
Release Date.. 
Memory Size.. 


What a difference one season can make. The last Game Boy title 
from EA Sports and Black Pearl looked good, but moved at the 
speed of a glacier NHL ‘96, on the other hand, skates along at 


far more realistic speeds 
but has less detail in the 
graphics. It was a good 
tradeoff. The play control 
and feel of NHL ‘96 1s far 
superior. Shooting, passing 
and switching controls all 
work pretty much the same 
as in the Super NES game. 
For instance, to make a slap shot, you hold the A button to build 
up power, then release it to 
take the shot Game modes 
Include Regular Season, 
Single Game, Playoffs, 
Sevens, and Shootout 
Players can adjust the time 
of periods, choose their 
own lines or have auto 
lines, and turn penalties on 
or off 


+} NHL license Lots of game modes Quick ection 


oe Limited, close-up view of the nnk. 


Company... 


& 


Cuteness rules in this smurfacious debut for 
Game Boy. 


Hefty the Smurf has his 
hands full when he loses 
three of his smurfish bud- 

E dies to the voracious 
! Gargamel, who would 
love nothing so much as 
to snarfle a smurf snack. 
|) Motion’s first Game 
Boy title comes by way 
. of long-time, European 

developer Infogrames. As you wright expect, the Smurf theme 
dictates a fairly simple game targeted at a young audience. The 
characters are large and friendly and the music bounces along. 
But even though this plat- 
form game 1s easy, it's also 
fun, featuring a variety of 
stages and skill require- 
ments If you love Smurfs, 
or know someone who 1s a 
Smurf-aholic, The Smurfs 
Game Boy game nay prove 
to be more fun than a bag 


full of blue M&M's. Be sure to wallow in our Power review this 
month. 


Nice, big, character graptics Good use of Super Game Boy 
enhancements, 


=) Not too challenging 


The most popular computer puzzle game in 
history enters a new dimension. 

Tetris enters a new era on Virtual Boy in the form of 3-D Tetns 
from Nintendo. Instead of the flat tetrads filling in a vertical col- 
umn, players 
now find full, 3- 
D blocks that 
must be stacked 
to fill a 3-D 
space Just as In 
the original 
Tetris, once you 
fill a level, the 
blocks disappear 
and you score 
eocceerccce 


TITLE pone ErEAS BATE 


3.0 3.5 
3.0 «33 


@ 3-D TETRIS 
@ CUTTHROAT ISLAND 


The Power Meter ratings are derived from evaluations an 
a five point scale with five being the highest score possi- 


Power editors, then check for his or her seal of approval above 
© Scott » Henr 


| 
| © NINTENDD PDWER 
I] 
{| 


If you like the same types of games as one of our 


Fight, Action, Sparts 


Sports, Simulations, Adventures 
* Leslie * Dan 

RPGs, Puzzles, Adventures Action, Adventures, Puzzles 
* deff Terry 

Action, Sports, Fighting RPGs, Simulations, Sports 


points If you fill multiple levels at once, you'll score even more 
points Although you won't find a two-player mode in 3-D 
Tetris, you will be 
able to play three 
variation modes 
The Normal 3-D 
Tetris game can 
be played at 10 
levels and three 
levels of difficulty 
The Puzzle mode 
begins by show- 
ing you a shape 
constructed of 
tetrads, then It’s 
up to you fo recreate from memory that same shape using 
selected tetrad blocks The third mode 1s called Center Fill. 
When you create a symmetrical shape surrounding the hole 
and place a tetrad in the hole, you clear the level and score 
points Option settings allow players to adjust the field of depth 
or move the camera angle during the game. Power presents a 
stack of strategies in this month's review. 


Automatically saves Puzzle mode and all high scores. Can adjust 
settings Very challenging 


Players won't find it easy to spend the hours they spent on the 
original Tetris 


J 


fa On 


36 (oe KA) /PUZZLE 

3.0 3.1 K-A ACTION 
30 | 1A) ACTION 
32 it sKEY 
2G 1: 


ble for acategory. The categories are. G=Graphics & 
Sound, P=Play Control, C=Challenge, T=Theme & Fun 


{OSA Ratings 


These Independant Digital Software Assoc ratings 
reflect appropriate ages for players. The cate- 
gories include EC=Early Childhood, K-A=Kids to 
Adults, T=Teen (13+), M=Mature (17+), A=Adult 
{18+}, NR=No Rating. To contact the IDSA regarding 
the rating system, call 1-800-771-3772 


a 


Virtual Boy burst onto the scene last August with some amaz- 
ing graphic capabilities and a disappointingly small library of 
titles. Now, a dozen titles have been released, and the games 
range from sports titles such as Golf and Virtual League 
Baseball to full adventures such as Wario Land. This month, 
Power recaps all Virtual Boy titles released to date. 


Although the ball 1s a 
puck in this pinball 
game, Galactic Pinball 
captures the excite- 
meni of real, arcade 
pinball with its laser 
like 3-D action The 
four games feature 
space themes In each | 
game, players begin . " a = 
with three pucks and the goal is to keep them in play forever, 
or at least until the Virtual Boy tells you to take a rest. 


Nintendo, November 1995, 16 Megabits 


Power Meter.......G 4.0 P 3.2 € 3.8 T 3.8 


Golf for Virtual Boy 
comes to Nintendo by 
way of T&E Soft, a 
Japanese company 
known for outstanding 
golf simulations on the 
Super NES such as True 
Golf Classics Pebble 
Beach The new golf 

7 interface and engine 
for Virtual Boy will delight duffers with its realism Golf turns 
out to be the most realistic of the first sports tutles for Virtual Boy. 
You actually fee! as if you can judge distances in this game If 


there’s a weakness to Golf, tt’s that there 1s only a single 18 hole 
golf course Even so, there’s enough challenge and variety of 
terrain on those 18 holes to keep golfers buried in this game for 
a long time to come 


Its Halloween and the 
witching hour draws 
nigh for Jack Frost, Jack 
Lantern and — Jack 
} Skelton—three goblins 
who must scamper 
f home by the stroke of 
midnight The Jack of 
your choice will reach 

— - home only if he beats 
the clock in each level, and each level may consist of three or 
four stages. Stages contain three or more keys for Jack to collect 
and several enemies to dispatch. The final stage in each level 
holds a guardian 


Nintendo, November 1995, 8 Megabits 
Power Meter .......G 3.0 P 3.4 5 


Mario Clash bor- 
rows heavily from 
the early Mario 
Bros arcade game 
In which = Mario 
hops between three 
levels while avord- 
ing koopas and 
other enemies 
Mario Clash adds a 
layer of depth by ~ 

creating a second layer to the play field and several pipes for 
passing to and from the front and back areas Although Mario 


vowne «2 


Clash plays muci like a platform game, it doesn’t have much 
of a feeling of adventure 


Megabits 
3.6C 3.47 3.4 


The original pack-in 
| game for Virtual Boy 
packs a lot of fun into 
tts small, four megabit 
memory Although the 
basic tennis game 
seems fairly simple, 
F the presence of eight 
characters, each with 
different skit! rankings, 
adds to the strategy factor You can play singles or doubles as a 
one-player game in either Single Match or Tournament Mode 
with Mario, Luigi, Princess Toadstool, Yosh, Koopa, Toad and 
Donkey Kong Jr The characters may be funky, but the game 
requires sound tennis strategies such as mixing shots, lobbing 
and serving aces The Al in the doubles match may not be as 
much fun as having a real partner, but it’s not bad. The greatest 
strength of the game 1s that it is easy to learn and fun to play 


NESTER’S FUNKY BOWLING. 45 


Nintendo, February 1996, 16 Megabits 
Power Meter ......G 3.3 P33 C 3.3 73.5 


Nester, the obnoxious 
gamer of Nintendo 
Power fame, finally got 
his fondest wish by 
appearing in a video 
game Besides Nester’s 
cinematic antics, the 
bowling mechanics 
work like a dream, and 
for anyone who has ever 
puzzled over a bowling 
scorecard, all the scoring in Funky Bowling 1s automatic 
Players can try their hand in any of three game modes, includ- 
ing a regular bowling game, a practice session, and a challenge 
mode in which you must pick up spares by taking out some of 
the nastiest splits you've ever seen. Two-players can take alter- 
nating tums in any of the modes 


@ tuirenoo rower 


Don't confuse this 
title with 
Bomberman VB, 
which hasn‘t been 
| released in the U.S. 
Panic Bomber, 
although it comes 
from Hudson Soft, 
resembles Tetris 
Blast more than a Bomberman game The idea 1s that you use 
bombs to blow up blocks and dump rubble in the opponent's 
screen Unfortunately, the opponent is the computer and not a 
fellow human being Panic Bomber requires strategy and 
quick reflexes 


Nintendo, August 1995, 8 Megabits 
Power Meter....uG 3.2 P 3.5 C 3.6 73.5 


Red Alarm immerses you in a 3-D universe where you have 
total control of your Tech-Wing fighter in a war to destroy a sen- 
trent machine You can fly anywhere within the copie of 
each of the stx stages, 
battling enemies, both 
biological and mech: 
anical, and one major 
guardian at the end of 
each stage The wire- 
frame, vector graphics 
convey a sense of 
depth in the Virtual 
Boy environment, but ™ 
the graphics also present a few difficulties since you can’t see 
the solid surfaces you are about to kiss at a thousand miles per 
hour Ouch Special features in Red Alarm include custom 
camera angles and replay flights. It's fun, fast 
and challenging 


Nintendo, August 1995, 8 M 
Power Meter......G 3.3 P 3.3 C 3.6 


Teleraboxer pits you 
against — futuristic 
pugilists in a modi 
filed = Punch-Out!! 
perspective Your 
robotic or cybernet- 
ic opponent appears 
In front of you from 
the waist up while 
you see only your 


arms and gloves in front of you Dodging from side to side and 
jabbing, hooking and pummeling as best you can at vulnerable 
points, most players will find a lot of challenge in the eight 
opponents. Teleroboxer contains three memory save slots for 
recording your progress through the tournament The 3-D 
effects look impressive, but the game suffers from the small sta- 
ble of fighters 


Nintendo, March 1996, 8 Megabits 


Power Meter.......G 3.0 P 3.5 C 3.5 T 3.6 


See this month’s regular Now Playing for coverage of 3-D Tetris 


Power Meter... 


On the surface, Vertical Force may seem like just another space 
shooter, but there are really two surfaces or layers where the 
action takes place. As 
} you fly along a vert 
7 cally scrolling path, 
j blasting enemy space- 
q 
q 


s ships and grabbing 
P power-up items, you'll 
E notice a second layer 
E of activity below your 
E ship. At the push of a 
wi ‘ button, you can shift 
your fighter nowt to that level, then back again to avoid a fight 
or to enter a new fight It’s fun, but Vertical Force could have 
gone even further in using Virtual Boy’s potential for 3-D graph- 
Ics and strategy. 


VIRTUAL BOY WARIO LA 


Nintendo, November 1995, 16 Megabits 
Power Meter.......G 4.3 P 3.8 C 4.4 T 4.3 


Hands down the best J 
game for Virtual Boy so 
far, Virtual Boy Wario 
Land shows off the 
strengths of the 3-D 
graphics and creates 
gaming situations that 
take advantage of the 
depth of field possible 
with the system. In 
fourteen stages, players battle four mayor guardians and hun- 


dreds of bacdies who fly, swing, bounce and charge at Wario 
from every angle, including from the side As in his Game Boy 
adventure from last year, Wario wears special hats te help hirn 
head off danger 


Kemco, October 5995, 8 Megabits 
Power Meter....... G29P29C 3.0 T 3.0 


Virtual League Baseball may not be a true virtual experience, 
but tt turns out to be a 
pretty good baseball 
game. The league con- 
sists of 18 intemational 
teams divided into Pan 
American, Asian and 
European divisions 
} Virtual League 
F Baseball was designed 
E in Japan by Kemco 

The play won't surprise 
video game baseball vets with Its traditional behind-the-plate 
perspective, and the options, which include an All-Star game 
and Pennant Race mode, also fall into the mainstream of video 
baseball in fact, the baseball mechanics of the game and the Al 
are fairly sophisticated 


WATERWORLD 


Ocean, November 1995, 16 Megabits 


Power Meter......G 3.3 P 3.3 C 2.4 T 2.8 


Ocean of America waded into the uncharted territory of Virtual 
Boy with Waterworld, a game based on last summers apoca- 
lyptic look at a very wet future. The designers of the game 
hoped to create an , 
arcade shooter along 
the lines of Asteroids, 
and that’s exactly what 
Waterworld for Virtual 
Boy tumed out to be 
The asteroids have 
turned into Smokers 
on water bikes and in 
boats and the space 
ship is Kevin Costner’s 
three-hulled Trimaran, but the action 1s basically a pivot and fire 
shooter. Variety? Don’t expect much. Variety Is measured in the 
number of Smokers attacking you and the number of atollers 
who must be saved Ocean spiced up the play by tossing 
atollers into the drink for you to rescue within a limited ime 
The music may be the best part of the game, and it shows that 
Virtual Boy sound can be full and evocative rf given a chance 


voLume 82 GQ) 


THE 


NINTENDO POWER 


“AWARDS. 


YEAR AGAIN WHEN YOU, OUR READERS, GET TO CHOOSE WHICH OF THE BEST AND 
BRIGHTEST: (GAMES OF 1995 WILL BE HONORED WITH NINTENDO POWER AWARDS, 
MARK YOUR FAVORITES ON YOUR RESPONSE CARD, SEND IT IN AND CHECK OUT 
FUTURE ISSUES: TO SEE WHICH GAMES WALK AWAY WITH THESE COVETED AWARDS. 
IF YOWR! UCKY, YOU COULD WIN A SLEW OF GAMES AND SUPER POWER STAMPS! 


The beeps and blaops af yesteryear “gay a 2 1995 was another banner year for technical 

have been replaced by synthesized / alt . gnd artistic achievement in graphics, prompting 

orchestras, digital sampling and B » us to create a separate Best Graphics award 
r é far the first time 


1. TOY STORY 
2. SUPER MARIO WORLD 2: YOSHI’S ISLAND 
3. DONKEY KONG COUNTRY 2 
4, EARTHWORM JIM 2 

S. RATMAN FOREVER 

6. WARIO LAND (VR) 

KILLER INSTINCT 


stereo surround sound, Games .* 

have never sounded aa 

1. DONKEY KONG ts 
COUNTRY 2 me 

2. CHRONO TRIGGER 

3. KILLER INSTINCT 

4, EARTHWORM JIM 2 

5. SYNDICATE 

6. THE ADVENTURES OF 
RATMAN AND RORIN 


@ swirevoo rower 


q 


From classic cartoons to whimsical adventure, 

fromthe biography of ahero to futuristic action, 

here are the mostintriguing game plats and con- 
of J 995 


3. DRAGO! 
4, CHRONO TRIGGER 
S. EARTHBOUND 


KILLER INSTINCT: [| 


4,B,D,E,R,V,AA 


PLAYER'S GUIDE 
& VOL 73.76-79 


> 


There are physical challenges and there are 
mental challenges, The following selection of 
worthy titles offer both kinds, often within the 
same game. 


= 


- DONKEY XONG COUNTRY 2 
2. SUPER MARIO WORLD 2: YOSHI’S 


Play control is critical ta both a player’ and a 
gome’ success. The only things you'll get with 


ISLAND bad ploy control are low scores and low sales! 
3. KILLER INSTINCT 
4, MORTAL XOMBAT 3 - 1. NHL ‘96 
5. PT.O.2 i 2, MEGA MAN X2 
6. METAL WARRIORS . t. w\ * 3. SUPER MARIO WORLD 2: YOSHI'S ISLAND 


4, KILLER INSTINCT 
“J S. WARIO LAND (VB) 
| 6. DONKEY KONG COUNTRY 2 


vowume 82 @) 


Thaugh there were fewer releases in this cate- 
gory this year than last year, fighting games 
still account for o sizable chunk af the video 


i * game market. 
Sims and hybrid games that combine RPG, 
adventure and sim elements are gaining papu- 1. MORTAL KOMRAT3 
larity in the US, while RPGs are gaining more 2. KILLER INSTINCT 


depth and camplexity 


‘3. DRAGON: THE RRUCE LEE § 
4. WEAPON LORD 

5. WWF WRESTLEMANIA: THE ARCADE GAME 
6. JUSTICE LEAGUE TASK FORCE 


1. CHRONO TRIGGER 
2. OGRE BATTLE 
3. EARTHBOUND 


4. THE SECRET OF EV 

5. J MARIO'S TENNIS: 
U,Zz 
Vou. 74 


Develapers have been trying for years ta came 
up with “the next Tetris.” Do you think there are 
any this year that cauld challenge the king af the 
puzzlers? 


After years of dominatian by baseball, foatball 
and basketball, the sparts genre has been gifted 
recently by some terrific soccer, hackey and 4. MARIO’S PICROSS {GR) 
ather sparts titles, 5. TETRIS RLAST (GR) 


1. NHL'96 

2. TECMO SUPER BOWL Ill: THE FINAL EDITION 
3. INTERNATIONAL SUPERSTAR SOCCER DELUXE 
4, NFL QUARTERRACK CLUR "96 

5. FRANK THOMAS RIG HURT RASEBALL {GR) 
6 GOLF (VR) 


NBA JAM T.E.: . 
w,Y 
VOL 76-77 


@ sntenco rower 


\ 


"95 NP AWARD 
NOMINATIONS 


NHL '96: 
£,H,J,AA 
you 78 


in.an era of “been there, done that” gome play, 
same developers continue fo push the:creative 
envelope beyond its previous litnits and change 
yy we hove fun 


Sports or action? One-or-one, Work 
or every player for himself? 
tnulti-player challenge keeps you and 


R MARIO WORLD 2: YOSHI'S ISLAND 
friends up all night? . 


1. TECMO SUPER BOWL III: THE FINAL EDITION 
2. MILLER INSTINCT 

3. DIRT TRAX FX 

4. METAL WARRIORS 
S. NHL'96 

6. MORTAL ROMBAT 3 


MORTAL KOMBAT3: 
B,G,3,M,G,V, WAR 
You 78,6082. 


IT BACTEIGL 


<Ppo9o a. 


Making a game out af a movie is no small task, 
‘and there’s often something lost in the translo- 
tion. Which of these rates high on the ol’ >> 


opplause meter? 


1. JUOGE DREOD 5 {f6 all just make-believe, but you know it's gotta, 
horil With the ratings system in place, more 


2 ROEUES action gomes ore being oimed at mature play- 
3. AODAMS FAMILY: VALUES ers, Tell us which is the best (or worst) of the lot: 
4. STARGATE 
§. TOY STORY * 1. DOOM 
2. MORTAL ROMBAT 3 
GOLF: 3. PRIMAL RAGE 
4 : 4. MUTANT CHRONICLES: DOOMTROOPERS 
val.76  [P 5. RILLER INSTINCT 
6. TRUE LIES 


SUPER MARIO 
WORID2:YOSHI'S 
ISLAHO: 
Will it be 0 tried-ond-true video veteran or a 
young rookie with'floshy moves that tokes this 


reat honor? its up t to decide! 
B,D,E,K,O,R8,S8,V,X,AA ~ a eo 
PLAYER'S GUIDE & VOL. 75,77 79,60 1. DIDDY KONG 
2. DIXIE KONG 
r 3. YOSNI F 
OR 4. EARTNWORMJIM .- Sino 
7° $. : 


BOOGERMAN ~~ 


gome world, the 
banonos without whon 
get the job done 


1. CRANKY KONG (DKC 2) 
2. RUSN (MEGA MAN 7) 
3. SNOTT (ES 2) 

4. SQUITTER TNE SPIDER (DK¢ 2} aul 
S. MILO TNE DOG (THE MASK) It0 lot of hard work to be a big, bad villain, so 


we'd just like to toke this opportunity to soy, 
“Thonks!” to the biggest and baddest of them olll 


WARIO LAND: 1. XAPTAINK. ROOL 
B,E,Z ae 2. MAJOR MUCUS 
vol 79 3. EYEDOL 

4. SNAO KNAN 

5S. POKEY 


@ snrenoo rower 


'95 NP AWARD 
<e| NOMINATIONS 


There ore hundreds of video game bad guys out 
there, inoll shapes, sizes and species. Here’ your 
nity to salute the best of a bad bunch. 


This years nominees will not only get you across 
town, they'll toke you almost onywhere in space 
ind time. Which one would you like to put in 


5. KABOOM (DKC 2) 


BONKEY KONG 
COUNTRY 2: 
A,B,D,E,0,P,Q,R,U,V,AA 


PLAYER'S GUIDE & 
VOL 76, 79, 8} 


TVA TSN 


ItS amazing the kinds of things they're carrying 
oround in video gomes these doys We're wait- 
ing on pins and needles for the winner of this 
cotegory! 


T. HOLY FRY PAN (EARTHBOUND) 
2. CAN OF BEANS (BOOGERMAN) 
3. BUBBLE GUN (E) 2) 


Will it be the creotive or the crass, the donger- 
ous of the graceful that takes home this award? 


4, CHAIN SAW In our opinion, this one is o toss-up! 
{DOOM) 

S$. MALLET(THE = 1. DIXIE’S HELICOPTER SPIN (DKC 2) 
MASK) s »¥ 2, THE FLAMEFRRT (BOOGERMAH} 


"3. SQUITTER’S PLATFORM WEB (DKC 2) 
2 4, FULGORE’S MECH HEAD DANGER MOVE (KI) 
y S. DONKEY KONG'S OVERHEAD SLAM (MARIO’S TENNIS) 


ty Ca. 


vowume 82 @) 


After all thase haurs of bit-mapped blood, 
sweat and fears, you deserve mare than a sim- 
ple “Game Over" farall of your effarts 


COOLEST CONE ERICK: 


Sametimes the cades are better thanthe games 
1. CNBONO TBIGGER ul themselves! Cades can’t save a bad game, 
2. DONKEY KONG COUNTRY 2 iheyseon| extend @ gomes ill 

final stage 
3. KILLEB INSTINCT 
4. SUPEB MABIO WOBLD 2: YOSNI’: 
5, TNE SECBET OF EVEBMOBE 
6. MOBTAL KOMBAT 3 


1. KOOLEB STUFF KODE (MK3) F 
2. STBEET FIGNTEB MEGA MAN (MEGA MAN 7) 
3. NIDDEN PLAYERS AND PLAY OPTIONS 
(NBA JAM T.E.) 
4. ONE-HIT FATALITIES (PRIMAL BAGE) 
5. LOONEY OFFENSE/DEFENSE 
(LOONEY TUNES B-BALL) 


The world favorite 
finues to wow players 
titles in all categories This is 


1. DEFENDEB /JOUST Though relatively few titles were released for 


2. NBAJAM TE. enda’s fledgling 3-D system, a number af 
3. DONKEY KONG LAND Boy games distinguished themselves amang 
4, KIBBY’S DREAMLAND 2 Players, 
5, FRANK TNOMAS BiG HURT 1. WABIO LAND 
BASEBALL 2. GOLF 
¢ 3. TELEBOBOXER 
3 F 4. BED ALABM 
DONKEY : ioe 5. MABIO’S TENNIS 
KONG LAND: \ a 
V.Y,AA 
“VO. 68, 69, 74 ? ™ \ 


@® swnrevoo power 


'95 NP AWARDS 


-THIE CONTIEST- | 


~GRAND PRIZE- 


1 WINNER 


Secon Prize- 


4/2125 


VOLUME 82 (9) 


he dastardly Wizard 
‘ of Wolff, three fun-lov- 
Ing pigs, evil minions, 
swords, castles, a Denut 
Shop and a plot to usurp the throne, all 
come together in Titus’ wacky action 
game, Power Piggs of the Dark Age Pak 
Watch recently recetved the final version of 
this sleeper and we were pleasantly surprised 
by what we saw Although Power Piggs doesn’t 
star a high profile hero such as Mane or Batman, 
st introduces three determined pigs: Giibert, the 
master of invention, Lotta, a champion with the 
crosshow, and Bruno, their noble leader and officiat 


(0) wrewon power 


donut taster Donuts play a central role in 

the game. The health bar consists of 

donuts, for example Other special donuts 

can be collected tor use as weapons There's 

even a Homing Donut! As for skills, these pigs 

are prodigies. Not only do they have tremen- 

dous battle skilis and the all-important Butt Slam, 

they also can fly given enough head wind. Hidden 

areas and large maps give the game extra dimension 

and a password feature adds to the replay value Like 

Prefustorik Man before it, Power Piggs packs in the fun 

without all the hype and fuss of a major release Look 

for Power Piggs in April along with a full blown review in 
the April issue of Nmtendo Power 


‘e SOURCE Extra 


‘PUBLISHER — Titus 
DEVELOPER — Radical Entertainment 
Game Tyre — Platform/Action 
Memory — 8 Megabits 


ene 


a, 
JRE 


SSOURCE Extra i 


PUBLISHER — Black Pearl 


truly shines, Jn f . DEVELOPER — Tier Tex 
muskrat, not te D vige 


Players can. contra e a Memory — 4 Megabits 
and much of the chal : FEATURES — Passwords, Non yiolent action 
two characters cooper: I SRELEASE DATE — March/April 196 


should appeal te females 
could be sharper and more 
frustrated. 


irby’s Blockball may remind pl ro 
when they first plug in this Gat = SO G 
game, but within a few minutes Kirk e = UR! E Extra 
it 1s far more varied and exciting than the 
As it turns out, the only real similarity between Blo PULISHER — Nintendo 
Breakout is that the goal 1s to destroy blocks in the Memory — 8 Megabits 


The means of doing this in Blockball ts varied Some Blt , 
can be hit by the standard bouncing bail while others must! RELEASE Date — May "96 


ited by Kirby With the push of a button the paddles ki Features — Four directional, 
by trampolines that send the round guy flying into the — play 
a bidcks and other dangers The action 1s always fast] — 


ally 1A Stages with paddles on every wall Ww 


reas and games Kirby's Blockball, 
idea into a new realm and 1s 
Kirby makes his- 


Bs 


IIE 
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fe best Super NES game been available Disappointment rained on our parade here at Pak Watch 
but all that B ta change this spting recently when we learned from Disney interactive that two 
= of their Super NES titles have been canceled and one 
delayed until the fall Gargoyles fell victim to soggy sales 
‘predictions predicated upon the poor performance of 
Genesis Gargoyles sales DI execs failed to note that the 
INES currently dominates the entire video game mar- 

also fell into the abyss of corporate cut- 
to concerns about potential sales and 
the quality of the game, 
Watch, we applaud Dl's 
I to release a prod- 


en first rele 
PV iact, they wepemall s iat ment may be the delay c 

popular that lly ne of the top Super NES games of 
copies remall S market the game this fall when thi 


The classia Maul comes out and 76-bit games will he anne 
E more directly with the next generation platforms than the 
e new 


games will 

to the game originally, but t are now. So, will we ever see Mau) Mallard for the Super 
packag! ts Who haven'texp NES? Unfortunately, we can only guess that we may never 
ture of Zeke nic fun of Super Mia) e . see this one, either, and that’s a shame, because Maui is an 
ative stfal H City, this is a golde excellent game that deserves better than to wind up on the 


corporate cutting room floor 


the rights for a Killer Insti ferrerck had to scratch the dog a few times to find this 
lectible card game tha ame, which was developed by a German company called 
appear in stores this Apri. Haus Teknikka The Euro-platform game, copyrighted in 
Mikaelian, one of thé desi Jooks and sounds a bit dated! and features some of the 
the game, calls it a unigue con lest game play we've ever seen The hero of Frantic Flea 
F Experience. The way the card ga arge flea who must collect and rescue his extended fam- 
32 works is that the two playets e fl fleas, who are being threatened by an assortment 
choose a character and build ad Sulous enemies. The vertically and horizontally 
teens are filled with traps and brilliant colors that 
tise them The flea hero attacks his enemies by 
self into 2 whirling flea frenzy, which proves 


" fepertoire Players will be able # 
revs. Glactus, for example, Fans of Kl 
OVes on the cards from the video gai 
Tecognize some 
"cards that cover 
enes activities 
d Ultratech Topps 
© awesome 
from Rate that 
out the story. 
Power plans to 
complimentary 
“ard for the Kt card 
: April issue. 


a) a, ayy a 
PAE, (HE PON 
Hf you love puzzle games, Pak Watch has good news, great 
news, incredible news for you A Japanese game called 
Panet De Pon from Nintendo will take on a new look for 
the Super NES and appear in North America this spring, 
probably in May The onginal game was aimed at young 
female players and featured winged fairies as the charac- 
ters beyond the play field in the U.S., the game will fea- 
ture Yoshi and will be targeted at a wide range of puzzle 
players. But the appearance of the game 1s almost imma- 
tetial The play is everything, The Panel play freld fills up 
with blocks of different colors that can be moved sice- 
ways The trick 1s to line up three or mare blocks vertical. 
ly or horizontally to cause them to disappear. Although 
this sounds simple, the strategies for moving blocks can be 
complex and the play 1s captivating. The game will con- 
tain regular timed matches, two-player vs. matches, and a 
puzzle mode in which players can learn much of the intet- 1666 OLYMPIC SPOGTE SPGING ‘ss 
cacesofthisdeceomvesime. ., 45. 6600 MASTEG II SPRING ‘G6 
Ree Ne Poke ee" ees FGGNTIC FLEG SPGING '66 
KEN GGIFFEY J6.'S WIGNIGG GUE GUMMEG ‘96 
Loo OPRIGG ‘96 
TGE LOST VIKINGS II FALL '66 
MCUIMALLGGO FGLL 66 
MOHGWK & GEGOPGONE JGGK GPGIEG ‘96 
PIGOGEGIO OPRING ‘66 
POCCEONTAS GPRING ‘06 
POWER PIGGS OF TE OARK G6E SPGING ‘SG 


cid a great job of incor- GOAO GASE GPGIGG 96 
porating speed and play iM: q TGE SMURFS GPRIGG ‘96 
control into this cdiminu- i GUPER MARIO KGGT SPRING ‘66 
tive hoopster. it feels meek: : § GUPEG MGGIO GPE GPeies ‘66 


great Slam includes 
the following modes 
Practice, Head-to-Head 
fone player), Semi Final, 
Tournament, and Season 
match-up The Super NES version may have the color, but 
this version packs in virtually all of the other features GOUGO Giég UNOEGIOEO 
You should be able to take this one with You starting 3-0 TETGIS WINTER ‘96 
next month HIGTUGL FIOGING WIGTER ‘96 


ae t ee 

TOY ON Day 

Last month we showed off the 
first pics of Toy Story for Game 


Boy Now, we have a working 
version, although it isn’t 100% 


complete The two most strikirig 1996 OLYMPIC SPOGTS SPGIGE 06 
aspects of the game at this stage COLLEGE SLEM SPGING ’96 
are the graphics, which look KIG6Y'G GLOCKGGLL SPRING ’66 
remarkably like those of the Super NES game, and the play NGL ‘66 ? WINTER ‘96 
control, which has all the speed and maneuverability of POGCHONTAG SPGIEG ‘SE 
an ice berg The first stage 1s almost identical to the Super THE SMUGFO WIGTEG ‘66 
NES game, but at this early stage doesn’t feel much like it, TOY GTORY WINTER ‘96 


We'll keep you posted as this pak grows up 
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Nintendo Power linked up with Genyo Takeda of Nintendo Co. 
Ltd., who is in many ways the unsung father of the Nintendo 64 
video game system. Since the early days of Project Reality, Mr. 
Takeda, as the General Manager of Research & Development 3 
at NCL, has overseen the design of the new system taking place 
in Japan and at Silicon Graphics Inc. in California, In the past, 
Mr, Takeda has directed the development of hardware and soft- 
ware projects for Nintendo. His credits include Nintendo's 
coin-op video game systems and the Punch-Out!! series of 
Nintendo games, At NOA headquarters in Redmand, 
Washington, we sat down with Takeda-san to ask him about his 
role in the development of the most advanced video game sys- 
tem in the world, His candid 


behind the di 
the new hare 
the writable 
accessory, 


oenreemeey 


Power: Can you describe how the 64DD works and why itis a bet- 
ter memory storage system than CD-ROM? 

Takeda: First of all, | want to point out that 64DD tsn’t the final 
hame for our buik storage device. It 1s just descriptive of the 
Nintendo 64 Disk Drive We are going to use a magnetic storage 
medium because itis recordable Nintendo has been iooking for a 
storage medium for many years. We looked at CD-ROM, but it has 
some disadvantages It ts read-only memory, and that Is the biggest 


- disadvantage So we decided to look at other methods. Since 


Nintendo 1s going with cartridge based games, we don’t necessan- 
ly need the size of storage you get with CD-ROM. We also asked 
Mr Miyamoto what was really needed for game development and 
ne wanted memory that was writable And when it comes to the 
memory size of the DD, tt 1s 65 megabytes Of the 65 megabytes, 
about 20 megabytes will be writable by the player in a game This 
also gives a lot of memory to game developers 

When we first looked at CD-ROM and fitling up all that space, 
we satd, well, let's make it like a movie. But in my understanding, 
the most important part of a video game Is that developers come Up 
with good ideas that give players new experiences in spite of the 
graphics Excellent graphics may add te the game, but you must 
have a good idea first. Lots of memory space can be filled up with 
out making a good game Game Boy is a good example, You have 
limtted graphics and yet there are some excellent games 


Power: What part of Nintendo 64 performance impresses you 
the most? 

Takeda: | think there 1s something graceful and natural about the 
graphics and motion of the Nintendo 64 Using fots of polygons is 
not the most Important thing, The fine texture mapping makes a big- 
ger difference in realistic looking worlds. I think that Super Mario 64 
ts a good example It has very natural graphics, and that includes 
the movement The Nintendo 64 1s s0 prectse, it can control every 
pixel Another example ts scaling. On the machines from Sega and 
Sony, if they scaié up or scale down, it’s not a smooth transition 

Adults may understand what's going on, but from a child's perspec- 
tive, they wonder why this happens when in reality if you look 
closely at something it ts a sthooth transition 


Power: What was the most difficult part of developing the system? 
Takeda: The most difficult part was limiting the cost Most people 
equate lots of transistors and components with cutting edge tech- 
nology, but we have very few chips but very good technology It sur- 
pres people 


Power: What other projects are in the works for the Nintendo 64, 
such as a modem, for instance? 
Takeda: li’s a little too early to talk about a network, but the reason 
we selected the 64DD with its writable capability 1s that it can be 
used in networking in the future 


Power: How was the experience of working with Silicon 

Graphics Inc.? 

Takeda; SG] and Nintendo were joint partners Thetr back- 

ground was totally different from ours They had experience 
burlding very expensive, high speed graphics, workstations 
for speciatized users while Nintendo knew how to make 
affordabte home video game systems for everyone These 
are two very different things, and we had the limit of $250 
to work with. So we educated them and they educated us 

The first thing they asked was What is the most tmportant thing 


for video games. | 


design purcplertiva, # wae > difionpasp ta bride, bumeveryane 
was excited about the project and it went very well 


Power: What is your favorite game of all time? 

Takeda: My favorite game, probably, was a game | made myself In 
those days, back in the 70s after college, you could write code in 
machine language and one person could create an entire game 
When | tell my people in R&D 3 about this today, i think they are 
envious, because today it takes so many people to make a game It 
Is so specialized. you are an artist or you are a programmer or you 
are a designer, but you don’t do everything 


Power: What was the underlying philosophy or goal for the 
Nintendo 642 


design philosophy is such 

that we believe it 1s the games that 

ave important That 1s why we worked with 

game designers fike Mr Miyamoto while creating the 

Nintendo 64, so that the games would be new and unique The 
gare system just provides the tools for creative programmers 


Power: How would you describe the future of the Nintendo 642 
Takeda: | think we have a very flexible machine We have two ways 
to deliver software with cartridges and the disk drive, depending on 
the needs of the game We are also thinking of expanding the mem- 
ory of the system There is a memory slot here on the top of the 
machine where we can add extra RAM. This 1s the first home video 
game system with the possibility of expanding With this and the 
64DD, | think the Nintendo 64 will adapt to the changing require 
ments of game designers in the future 


NOA ANNOUNCES 64-BIT NAME AND RELEASE CHANGES 


The long awaited announcement of the release date of 
Nintendo's new 64-bit video game system in North America has 
finally been made. Nintendo of America will launch the 
Nintendo 64 on September 36th, 1996, several months after the 
official launch in Japan this April. The reason for 
the different release dates between North America 
and Japan has to do with production capacity and 
the expected high demand for the system. tn order 
to avoid shortages at launch, Nintendo has decided 
to pursue a staggered release schedule, It became 
apparent after the unveiling of the Nintendo 64 at 
Shoshinkai last November that the system would be 
met with huge demand by consumers wanting the 
best in video game entertainment. One survey estimated that the 
Nintendo 64 will sell more than three million units this year in 
Japan alone. 

Nintendo of America also announced that the Nintendo Ultra 
64 name would be changed officially to Nintendo 64, which is 
the name of the system in Japan. The name and logo change for 


the Nintendo 64 is intended to reduce confusion by giving the 

system one name and one identity around the world, The 

Nintendo 64 design, including the color of the console and con- 
trollers, will be uniform around the world, as well. 

The writable magnetic disk drive (with the 

preliminary name of 64DD) is scheduled to be 


N64’s unique memory expansion slot to enhance 
the memory capacity of both magnetic disks and 
Game Paks, 

Although the launch of the Nintendo 64 will 
occur later than originally planned, North American consumers 
will benefit from the availability of a larger library of games. An 
estimated eight to 12 exclusive Nintendo 64 games from 
Nintendo and its Dream Team members will be released by the 
end of 1996. In all, over 30 games are currently in development. 
The bottom line is this: the Nintendo 64 is worth the wait. 
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A es unveiled this fall at Shoshinkai. The 65 Megabyte 
storage device will be bundled with a 1 or 2 
| N Megabyte expansion RAM pack that plugs into the 


Coming Next su . 
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Between Star Wars and 
Return of the Jedi, a 
new story is about to 
unfold on the 
Nintendo 64, Shadows 
of the Empire from 
Nintendo and 
LucasArts features 
interstellar graphics, 
hyper-spatial play and 
a dark, twisting plot that 
pierces the shadows of the 
Empire's most sinister crim- 
inal cartel. Next month, the 
development team behind 
the game gives you an 
insider's perspective on 
the Incredible power of 
the N64. 


__GAME LIST 


(_hinrenoo power 


The world famous cream | 
puif is back, bouncing 
off the walls and break- 
ing down barriers in 
Kirby's Blockball, an 
arcade-style puzzler for 
Game Boy- 


PLGGS power! 


Nothing can ruin your 
day quite like a wo 
damsel's _ clothing. 
Check out Power Piggs 
of the Dark Ages, a 
hilarious side-scroller 
from Titus. 


If you're tired of waiting in line to play Killer 
Instinct 2, perhaps it's time to adopt a winning 
game plan. Next month's issue features the best KI 
2 arcade secrets and strategies used by the pros. 
Read up on their cool moves and combos, then 


tar Picks 


These Nincendo Power issues are avallable individually. Add 
them to your collection! They contain these excitiny reviews: 


Eaythworm fim (Supe: NES), Finul Ear 

Greaest Adventures Super Adventure 

Conte Lhe Alten Wars(Gamne Boy), Kill fustinet provi 
ral Kombat EE (Super NES)eodes, 


Volume 67 (Dec. °94): Demon's 
NES}, Zero the Ratmikaze Squtrred 
ay, Wan to's Woads, . Shodown (Game 
si, Casino Funtpack 


Volume 68 Gan, 98}: This Lion King (Supet NES} Robotech, 
of Veerenet & Robine PEGE The Mayas 
ey Stay Thnk Stal Ice Acad 

(Gime Boy}, Daily Diick 


Yolume 69 (Feb "95) Mi 
NES) Sppis Scene We 
per NES} Dr si uy Stake Retire toy ite Ga 
Boy) Supper Pant h Or y Kony Land pi 


Yolume 79 (Mar °98}: NBA Fun Tin 
War wales Renis& 

Incredh st 1 Aang Auth 
Jusie preview. Biund preview 


Volume 71 (Apr 95) StirGaie, Spider-Man the 
Series, Add ims Tantily Values 

Marios Piceiss, NBA J 

Latest News 


Volume 72 (May "95) tu hy sie 

Teague Insk Eunrce 1 

Luigi Vlulutiy Fat A turopean Ti 
{Game Boy} Meu il Kombat 11 (Sumer NES)Sweah Pr 
Band Mu Nonenle Power Orr 


alihe Phos Super} 
Virtnal Boy, File Fit 


ig Land, Judge Dredd, 
it, Jungle Sinuke (Super NES) Am nit Boy) 
Inyiia SWAT hans, 

KI Heres 2frt EA Report, 

te REGS in jrpam 


Volume 75 (Aug “95) Virtual Boy Special Mario's Tunus, 
Hl leteroboxcy Maru C lash Suy 
d Succ Fighi¢r 1 (Game Boy) 
Ge slen Tislogy Jue Dra hl Arcade Classe 
rit Jun (Game Bay), Carpno tin 


Volume 76 (Sept. '95) Killer tnsiinet (Supe: NES), Doan Rel 
Alam ¥BGull Casite sania, Diacula d, The Mash, Dia 


lrce 
Kimgilons EY, ELL 


Volume 7? (Get. 95) Suyic1 Mario World 2 Yos! 
1 AAAI Re 


‘ivaum Scere a 
Sports Scene 


Volume 78 (Nov '95) Morttl Ronibat 3(Super NES), 
ve Auniety Bur Sky Trooper 
sterworld (Vin ital Boy), 
I League Baseball Kilby Tnsintet G 
Renard die fish Delender /foust, We 
Evermore, NES Anniver 


tial Finny) Waterworld (Super NES) 

JeMamia The Arcade Gail. Vegas 
Siakes (Gm Boy} Mioeiat Kina nc Boy) Mc¢ har ris 
050 Tiiban Siike (Super NES), Shoshankal Preview Secret of 
komm POT 


Volume b0 (Jan °96) Ei thwom Juni 2 Shashurkar Tse 
Sprcnil Revol x au 
eroiare Scooby Dany, 
(Virtual 


Basch all Game Buy 


Volume 81 (Feb '96) Killer 
Coser Mega Mart 33 Mee ior 3050 ‘Tos Stary (Super 
NES) Syndesic: Nesier s Fimks Bowing Dow hey Kon 
F 1 Super NLS) A 
abvol bv ctl, 


Use the Back Issue/Tip Book Order Form In this Issue to 
order past Nintendo Power issues and books, of «: 
Consumer Service department at 1-800-255-3700 to order 
ty phone with VISA or MasterCard 
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leads to another” 
and another and | . 
another and another ™ 
and anothér*and 
another and another 
and another and-= 
another and ‘another 


and Teter 


Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 


Thanks goes out fo ail the people who make this possible. 
From the orginal editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www. retromags.com 


We are only interested in preserving classic magazines 
that are at least § years out of print. 


We have no desire or intention to profit from these In any way. 
So please, if you come across people trying to sel! these releases, don't support them! 


Thank You and ENJOY! 
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